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^Preface 


of tfie waning torcd matC^^ 

eerie sHadozi/s on tlie grey stone walis, as 'I^on, appren- 
tice to tfie Qtey Lord, greatest of aCC *Hfizards, crept 
along tfie damp passageway. 'H^eary to tfie point of es(fiaustion, 
and crushed under the weight of many failed attempts to do his 
master s bidding, he once again approached the entrance to the !ffdff 
<f champions. *The faces of the Adventurers whom he had guided 
to their deaths again and again, stared at him from the mirrors of 
fife-trapping hofding their mortal souls. Which of these Champions 
should he choose to mahf the nc7(t atumpt to defeat Chaos? Who, 
among this twice-dozen of Bravely foolhardy fighters and *Magic 
users should he condemn to almost urtain death in the Dungeon 
under fUount Anaias? 


As he approached the first mirror to e 7 (gmine the Champion fro- 
zen within, *Theron noticed a change in the quality of the light in 
the underground chamSer. *Ihe smoky torchlight faded as an elec- 
tric Slue glow Began to fill the room. In the center of the open 
space, agloBe (flight Began to form, hesitantly at first, and then 
more rapidly as potuer Began to flow into it. ffrom zvithin the now 
swirling BaU (f magical foru, a voke spokf to him. ^ron,' called 
the familiar. But almost forgotten voke. 

fMaster, cried *Iheron, dropping to one kpee, almost as much 
from weariness as respect for the old man whose face was faintly 
visible in the Ball of light. ‘I fear that I have failed you. Odany 
times I have chosen from the Champions in this Hlall, and many 
times they have falUn to the creatures (f evU and the devums traps 
With which Lord Chaos has filled ycnir Dungeon. I am about to 
attempt your Qyest once again. But I despair cf ever succeeding.’ 

*Ihe aged wizards image sighed, and said, 'I feared it w<nild Be 
so. *The scrolls which I had left in the Dungeon, and the objects 
left By the Champions who had gone Before y<ni should Be enough to 
su you to vktory. But my dark,side isful^ as clever at trkkfry and 
evil as I am at the practke <f good.' 
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Looking doivn at sometfiing ivfticfi n^fUron coutd not set, out- 
side of tfU drde of CigHt, tfU Wizard continued, 'In tBe time since 
I sent you into tfie (Dungeon, I fiaxfe coOected what hits of wisdom 
I cotUdfind among the Lost ScroCCs, and have set them dozvn for 
you in this voCume. *lhis is aU I can do for you, my faithful ser- 
vant, *fou must use these ScroCCs as wiseCy as you can. Some of 
the knowCedge is very poweifuC, and so it is sealed away against 
the day that you shaCC need it, (Do not use more <f this kjiowCedge 
than you must, for there is honor in winning out against eviC By 
your own efforts, hut kjiow that it is there,' 

nUeron couCd su the strain of maintaining this contact zoos ter- 
rihCe, With one Cast gesture of power from the Wizard, the sphere 
of eight began to contract, iis the gCow faded, (Theron couCd su a 
smadscroCC materiaCize on the stone floor where the Cight had Bun, 
Just before the hriCCiant hCue of the shrinking sphere vhnkfd out 
compCeteCy, he heard the voke cf his 9daster one Cast time, 

'Qo quickfy *Jheron,' the voke whispered, ’’Ihe worCd waits fear- 
fuffyfor the outcome of your struggCe with Lord Chaos,' 

Once again, the damp chamber was flCCed with fCkkgring torch- 
Cight, and *lheron was aione among the frozen visages <f the mortal 
Champions, Moving sCowCy, he approached the unter <f the room, 
d(fVerentCy, and toith siCent thanks his Master, he kpeCt and 
pkk§d up the Lost ScroCCs cf Mount ^naias. 
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SlutHar's 9{ptes 


S game vHth the compCe^ty and diversitf'^ 

of (Dungeon Master, be sure to study the manual that 
came toith the game, (This hintbook.vHCC not give you 
any of the basic information on operating the game, nor wiCC it 
dupCkate any of the necessary information such as casting speUs or 
using items on the pCaying scrun, dhis book,shouCd be used in con- 
junction toith the (Dungeon Master manuad, 

(The information in this hintbook.is divided into four sutions, 
(the first toiU give you hints and tips on general subjects Cikf makz 
ing sure your party of Champions doesn't starve and training them 
in the slqCCs they'd need to survive, dhe second sution is a group 
(f detailed maps of the Dungeon Levels, 

*Ihe third section is a Level by Level 'tour,' toith hints about 
the puzzles and monsters you 'd encounter along the way, and the 
Cast section contains specifle answers to the most dhfflcult puzzles, 
dhese sections are organized in this way so everyone can get the 
most out of the book. If you're Just interested in learning more 
about the strategy of the game but would rather solve everything 
for yourself, you can readjust Section One and ignore the rest. If 
you're totady Cost and haven't bun able to k§ep track,<f where you 
are, the maps in Section (Two can help you, 

finely, if you 've been stymied by a Cockfd door, or can 't get 
past the Scorpions, Section dhree and Section four can come to 
your aid. In ad cases, the main focus has been to avoid revealing 
more than you might want to know, and thus avoid spoUing the 
game for anyone, dhe specific answers are there, but only when and 
if you nud them. 

One Cast note on the numbering scheme for the (Dungeon Levels 
in both the tej(t of this book^and on the maps of the (Dungeon, *Ihe 
notation used by fTL has been used here too, (That is, the first 
place you encounter, the (Had of Champions, is considered to be 
Level One, 

I'd Ukf to thank^the peopU at Software (Keaven, Inc, and flL 


5 




Qames for creating one of tde most detaik(C and invoCving games 
I’ve ever played on any computer. 

nUan!^ also to atC tde Brave adventurers tvBo went into tde 
(Dungeon Before me and from tvdom I [earned a great deal of tde 
information I’m now a£Ce to pass on to tdose wdofodow. It was a 
Cot of fun to Be aBCe to sdare new discoveries — and to Caugd (and 
sometimes cry) over tde tdings our poor Cdampions ran into - zoitd 
otderpCayers on tde CompuServe JltarilB (forum, (fou’re too many 
to Gst indizHdual^, But you dpow wdo you aret <grin> 
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!ft!E S*TO^ JIT tfu Beginning of tfU (Dungeon Mastef\ 
manual is coCotfuC and sets tfie scene for tBe game ^ite 
niceCy, But unfortunately, it's a Bit misleading rufUn it 
comes to tBe goal <f tBe game. Instead of Bringing tBe iTir^ioff 
Back^to your faster and letting Bim deal ziHtB tBe Dark,Lord, 
you U find it s entirely up to you not only to find tBe Tirestajf, But 
also to see to tBe ultimate rejoining of Qood and ‘Evil. 

Sis you play tBe game, rememBer you are tBe guide for tBe four , 
CBampions you've cBosen. Tour most important function is to train 
tBem in tBe skills tBey'U need to survive. Tou'd also Bave to feed 
tBem rvBen tBey're Bungry and find water for tBem wBen tBey're 
tBirsty. Tou Bave to give tBem clotBing and armor to protect tBem 
and cBoose weapons tBey can use tofigBt tBe creatures cf tBe ‘Dun- 
geon. ‘WBen your CBampions do encounter monsters, don't let tBe 
Beat (f Battle distract you from watcBing over tBeir (HealtB, so you 
don't lose any of tBenU 


Cfioosing C/iampions 

‘EacB cf tBe 24 CBampions frozen in magical mirrors in tBe (HcUl 
of CBampions Bos a unique set cf statistics, skid levels and equip- 
ment. Some Bave very BigB mana, wBicB adows tBem to do more 
magic tBan otBers, But Bave correspondingly low strengtB and 
BealtB wBicB makjs tBem more vulneraBle in Battle. OtBers are 
pBysicady quite strong. But zvitB little or no mono. 

‘jBe easiest party to manage is one wBicB is xoed Balanced in its 
strengtBs and weakpesses. Tvur powerful digBters proBoBly won 't 
last very long witBout Being aBle to do magic. (By tBe same tok§n, 
a party cffour Beginning ‘Wizards wouldn't make it very far eitBer. 
Jl Balanced party, made up cf CBampions zvitB good levels of ad 
skids can ’cover" for arul Belp eacB ot^ survive. 

TBe first few times you venture into tBe (Dungeon, try to cBoose 
a party made up of two strong TigBters and two magic users, one 
zvitB good ‘Wizard levels and anotBer zvitB good (Priest levels. ‘TBe 
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^igUters can protect tfU zoea^r memSers of the party, white the 
*Wizar<C aids in attaching monsters and the fPriest stands ready to 
heat anyone who is injured. JlCso CooSifor Champions roith good 
9{pija Cevets, as that alCozos them to shoot ‘range weapons‘ occur- 
ateCy and move more quichfy. 

One thing you shouCd h§ep in mind is ary of the Champions 
can team any of the sf:fCs, so that even a hig, hsdt^ng Barharian 
can Become a tMaster Wizard roith practice. The most fraU-toot^iy 
magic user can also Become aformidoBte and shfkd tF^hter, again 
roith plenty ofpractiu. It ‘s just a tot easier if you start roith a 
roed-Batdnced party. 

*Tahg some time to e!(amine the strengths and roeakpesses cf ad 
the champions Before you choose your party, you'd have to start 
the game over comptetefy if you change your mind, so Be carefuX. 
dhe chart given here Usts the names of ad 24 of the Champions and 
their characteristics, dhese numBers may change slightly from game 
to game. But they d Be very close to the ones presented in this Gst. 

you 'll notice when you C7(gmine a Champion, you have the 
choice of resurrecting them efcactly as they are shoron with ad the 
skill Levels they have learned, or of reincarnating them as a 
different person. If you reincarnate them, you can give them a new 
name and their skid Levels raid Be converted into slightly higher 
physical characteristics. But they will effectively 'forget' ad the 
sfjds they've learned, you'd find the increase in their statistics is 
very smad though, in most cases not enough to ready makf up for 
the loss (f their skills. Until you're experienced, it would proBaBly 
Be Better to just resurrect the Champions as they are, roith (dl their 
skids intact. 

When you've chosen the first memBer (f your party, the hand 
on the screen Becomes the hand of that Champion, and the viero on 
the scrun is what that person is suing. ‘This first Champion also 
Becomes the Leader of the party, although you can designate on- 
other memBer as the Leader if you choose. The Leader is the one 
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zufio wiU tftTffW tfUngs vHtfi tfu fiand on tfU screen and gain the 
e<q>erience for that action. SiCso, it heCps at times when the party 
needs to maoe quicffy if the Leader has a high 9^iya Cevd. Other 
than that, the onCy advantage of Being Leader is the Inventory 
screen witt appear when the right mouse Button is pressed. •This is 
faster than designating them with the arrow pointer on the scrun 
or By pressing a function 6$y. This can Be heCpfuC at times, for ep(; 
ampCe when you need to dispense !de(ding potions quichiy during a 
fight. C^oud mafi§ the CBampion holding those potions the Leader, 
and can get to the potions quickly By just pressing the right mouse 
Button. 

L ogical Shrangements 

Once you have aCCfour of your CBnmpions chosen, give some 
thought to the order they'd march in. dhe party always walks 'two 
By two' in the corridors, so you have to decide who'tt waCkJn front 
and who 'd Bring up the rear. (Because the monsters ziHd usiudCg 
attackfrom the front, it mak§s sense to put the strongest menders 
of the party, usuady your Jighters, in front. In that position, they 
can shield the xveaLgr two in the Backs (By gizfing the front pair the 
Best tveapons and armor, they can Be most effective in dose comBat. 
dhe rear two should have the Bows and throwing stars, so they can 
shoot past the ones in front. 

Something which is z^ry important to watch is which side your 
Champions are on. 'When throwing or shooting, or casting most 
speds, characters raid shoot down whichever side of the corridor 
they're on. If they’re on the right-hand side <f the party, they d 
shoot along the right side of the corridor and viu versa. It won't 
matter if a monster is standing in the middle tf the hadway. But 
you 'd often run into monsters who stay to one side or the other. 
'This is especiady true when a creature has just come around a cor 
ner or when you kjd one of a pair of monsters. (Be careful not to 
waste shots when your characters are on the wrong side (f the cor 
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ridor. There 's httCe worse than watching your Cast fireBad go saiT-%^ 
ing away dozvn the hadway, past a monster, into the distance. If 
you have time, you can fire a shot along one side of the hadway, 
then quickfy e}(change two Champions 'positions and fire again. 

(Basic draining 

'When you Uave the safety of the Hhid of Champions and Begin 
ep(pCoring the first Level of the (Dungeon, your joB as the party's 
guide ready Begins, (from the moment you find the first scrod you 
must Begin the training which vHd adow your Champions to ad- 
vance to the highest CeveCs they can - in cdX of their siqds. 'Don't 
wait untd you're attacked By monsters to Begin practicing speds or 
comBat techniques, (/our (fighters gain ep(perience every time they 
swing a sword. (Xout (Ijjnjas can practice kicking and punching 
when they don’t have weapons in their hands, and they can always 
throw objects for e?(perience. (Priests can use the 'War Cry when 
they're not hoCding anything, and 'Wizards should HL'WJ^^/S Be 
casting speds. 

'When you find the first scrod, use the sped on it to Begin creat- 
ing light. 'Even though the first Level is wed Cit, the Cower Levels 
are dark.and gloomy. 'The simple (Magical 'Torch sped raid give your 
Champions e^erience toward higher 'Wizard CeveCs, as wed as pro- 
vide Ught to see By. TlCthough you 'dfind torches here and there in 
the (Dungeon, try to conserve them for times when you ready need 
your magic for something eCse. (Don't worry about wasting mana. 
Because it raid cdways return to its moj(imum CeveC in time. If it 
Cooks if going to Be safe and your mana is fairly high, use 
the opportunity to throw a (fhcBad or cast Light. The efcperience 
gained tvid advance you more qukkCy to the ne?(t skfiC level. 

'four (fighters and Ofjnjas vfid Benefit from ez^rcising magic 
too. At first they won't Be able to do much. But ksep practicing 
whatever they can manage. Also, using the 'War Cry tviCC help 
Build up ejqperience torvard higher CeveCs of mana. It won’t Be Cong 
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before your ^igbters toitt be c^Ce to ibrow some pretty impressive 
^ebaUs, or deal tbemseCves after a battle. 

*Tbrozoing, shooting and hand-to-hand, unarmed combat are 
among the O^nja sk^. Increasing your fJ\Qrya experience vM in- 
crease your strength, dexterity and accuracy vdth Cong-distanu 
TUeapons. Hite best way topractiu fAfin/a shfds is to throw objects 
every chance you get. Screamer SRces, oCd scrolls, burned-out 
torches or anything else that can be picked up can be thrown out in 
front cf the party as they walk, down the haUs. *By rotating the 
position of Leader among your party, they'd ad get this extra 9^a 
experience. fBe careful to watch the Stamina the Champion do- 
ing the throwing, especially -with low-level characters, dheyd begin 
to get tired after a bit of exercise, so you d have to makf the next 
person Leader for awhile. 

lighting experience generally comes from the use <f hand-held 
weapons in close combat, likf swords and battle axes. *With all the 
emphasis on casting spells and using magical weapons likf dve- 
bads, be careful not to let yourself fad into the trap (f neglecting 
your Champions ’ fighter skids. A party which relies too heavily on 
magic may suddenly find itself nose to nose (or whatever serves 
that function - hard to ted the way some of these monsters look} 
with something nasty, and no mana left for fireballs! If 

your dighters are not very skjded with their weapons, things could 
get axtjfudy sticky. It 's important everyone in the party has (fighter 
experience, because you might find your ^Wizards suddenly have to 
takf over for a wounded (fighter. If your (fighters get ^d, it U 
be up to your fPriests and ^Wizards to takf up arms and fight their 
way back.to an Slltar of Vl to resurrect their companions, (fou d 
find the room called the ’Screamer ^Regeneration !Rj>om’ on 
(four is a fairly safe place to hand your !hdagic Users swords a 
give them some (fighter experience. 

Whenever your Champions achieve a new level <f experience * 
any of their skids, one or more of their statistics wid go up, as 
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as their Health and Stamina. If the new experience level is iri^ 
*14Hzard or fPriest skjjds, their iMana vHd increase too. !By practicing 
ad four of the skfds whenever you get the chance, you can develop 
some very powerful characters. (The better prepared they are, the 
better the chance they will survive the worst the (Dungeon can 
throw at them. 

(Provisioning the (Party 

Surviving in the Dungeon is not just a matter of fighting mon- 
sters. (four Champions widget hungry from ad that fighting and 
marching, dhe more work,they have to do, the faster they’d use up 
their food, dhere is plenty of food scattered around the (Dungeon, 
as wed as several renewable" food sources, but the further down 
you go, the scarcer it ad becomes, (fou 'd have to conserve your food 
to makf it last. The most important thing to remember is not to 
waste food by feeding them when they don't need it. li^ait untU 
the (food indicator is below half before you feed a character, (four 
Champions won’t begin to suffer any id effects untd the indicator 
line turns yedow. 

(Die same advice holds true for giving your Champions water. 
Wait untd the Water indicator drops below half unless you're near 
a "Lions Head" water fountain. These don't run dry, but there are 
parts of the (Dungeon which don't have any fountains, so you’d 
have to carry e?(tra rvater. Waterskins can hold three "gulps" and 
can be passed around among the members cf the party. Sdn empty 
flask, can hold water, but while it wid almost completely quench 
any thirst, it can’t be shared. 

Lxertionfrom being overloaded uses up food and xoater quickfy, 
so try to k§ep your Champions' Load indicators out of the "yedow." 
If you find yourself running out cf water, in many cases you can 
run upstairs to a previous Level and refid. (food may be a bigger 
problem, because once you’ve collected ad the food from a Levd, no 
more vHd appear. Some of the monsters may provide your party 
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vrithfood, and tfiere are some places in the ^Dungeon tt/Here tdose 
monsters xiHU regenerate, giving you an endless food supply, if you 
can get 6acl(,tfiere xvitRout starving. 

*IfU Screamer H^pom Sfiortcut 

fortunate^ if you er^gmine the maps of die THingeon, you’d su 
there is a cleverly arranged "Shortcut’ hacl^to the Screamer 9(igen- 
eration !Rj>om on Level J^our. Starting tvith Level (Eight, at the 
top (f the "Shfleton (Kfy" stairs, a path of Hransporters and secret 
doors adozv you to run quicffy hach^to that food source. Level 
Seven is (Juichdy Bypassed, then a pair of transporters on Level Si^. 
avoids the long hods where (Beholders regenerate. !from there an 
opening in the wall taffs you to a stairway up to Level tive, 
where another secret door Bypasses that entire level. stairway 
leads up to Levd iTwr/ and on the other side of a hidden door is 
the Screamer (Rj>om. thus, this food source can Be reached fairly 
quickfyfrom virtually any of the deeper points in the thtngeon. 

*T^e ’s a Better way to insure your food supply and increase the 
experience levels of the party at the same time. Jirom the Screamer 
(Rpom, instead of carrying a large supply of food, have your Cham- 
pions it out ahead of the party. (By rotating the duties <f 

Leader among ad four of your Champions, you ’ll give them vafuaSle 
fAfin/a experience and taff (dong a l^ge supply of food as wedl 
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(Practicing with (Potions 

If you do run out of food and your Champions Begin to tahg 
damage from hunger, you can temporarily relieve their hunger By 
creating Stamina potions. Unfortunately, this wid tahf away from 
the mana you have to fight monsters, and sleeping to regain your 
mana wid let the Stamina Begin to drop again. It's Best to just 
manage your food wisely so you don't get into this hind of predic- 
ament. 

There are other potions you can create By using magic, ranging 
from simple heading potions to some which riHd temporarialy in- 
crease some of your Champions ’ attributes. These potions require 
your characters to hold an empty flasfiin the Slction hand when 
they cast the sped to create the potion. 

dfou should try to create a few (Healing potions as soon as you 
find some empty flash§. *ti^ith these you can heal damage from Bat- 
tles quickly and possibly prevent a Champion from dying during a 
fight. If any <f your Champions have (R^ady handsfree, you can 
have them hold (Heeding potions so a wounded character can quickly 
gulp them dozvn. If at any time you need aflaskjor a potion and 
ad of them arefided, there’s no problem with having someone gulp 
dozvn the contents of one of them, even if it’s not needed 

The potions that increase a Champion’s attributes can Be very 
helpful. But they takf a lot of mana to create enough cf them to Be 
useful. (Because of this, they ready don’t come into play until your 
characters are at fairly high levels (f experience. Increasing a char- 
acter’s Strength will hit for more damage, which may kid <ff o- 
monster more quickly ond lessen the chances of your Being injured. 
Increasing *V\Hsdom wid he^ characters recover their mana more ra- 
pidly, which can Be expreme^ valuadle when you ’re in areas requir- 
ing a lot of magical attacks- (RpmemBer, these increased attributes 
are only temporary so you ’ll have to Be continually creating more 
potions to kpep attributes high. ^Iso, they Ufade away if you 
have your characters sleep. 


17 



One of tfie potions xudicfi could Be said to 'increase attriButes' is 
the fUana potion. *Hiis is a rattier special potion tHougfi, and 
doesn't toorl^exactly lik§ the others. It’s usefulness is helping a 
character tiHth little or no mana to gain magical e?(perience levels 
and acting as a sort of 'mana Banhi' If you have flashy you can 
spare, and plenty of mana that’s not needed at the moment, you 
can effectively fill the flash^with mana, and store it away in your 
pachi *Ihcn, when your mana is depleted during a Battle, and you 
need just one more JireBatt to finish off a monster, your ^Wizard 
can gulp down one of these potions and regain some of the mana. 
Lihf most things though, you pay a price. Because you don’t regain 
as much mana as it originady too^to create the potion. It might 
Be enough to maff the difference Between Life and (Death in some 
situations. Ilnlihg the other 'increase attributes' potions, this one 
zoid not increase your mana Beyond its normal nuvQmum. 

It ’s proBoBly Best to avoid using the (Poison potion sped Because 
lihf ad other potions, it requires an empty flash^that you’d lose 
when you throw the potion at a monster. Use the (Poison Cloud or 
(Poison (Missile spells instead, you ’dfind later on in the game 
you ’d Be using ad the flashy you can get for (Heeding potions as 
wed as the ones to increase aBUities. So far, no way has Been 
found to create the 'iful (BomB' potion, which is proBaBly Just as 
wed. Because it too would destroy aflash^every time you used one. 

Secrets of Scrolls 

dhere are three different ways you can learn the speds in the 
Dungeon. *Ihe first, of course, is to just find the scrods scattered 
around the tunnels and read them as you find them, dhe second is 
to e)(perment using the information on the elements cf magic in die 
Dungeon (Master manual as a guide, dhere are a lot (f combina- 
tions that do nothing useful, so it ’d takf a lot (f time and mana, 
But you may hit upon a valuable sped this way, long Before yo^ 
would find its scroll, you may even find speds this way which 
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aren ’t even revealed By any cf the scrods. dhe 
hst (f spells prepared By another (Adventurer. *The sped lUt inclu- 
ded in this Boof^ves ad of the speds written on scrods, and an 
ample <f one found By e}(perimentation. It’s up to you how you 
want to learn the spells. But it can Be difficult surviving long 

enough to find, for efcample, the (fireBad scroll without USKhlG 
TireBads. ^ 

Once you’ve read a scrod, and zvritten down its message some- 
where, the scrod itself Becomes useless Baggage, dfpne of the scrods 
in Dungeon (Master have properties of their oum and none are 'Boo- 
by trapped *Ihey (A(R^ useful though, as marffrs to find your way 
through mazes. Since each one has an different message on it, you 
can easily determine where you are in a maze By noting the message 
as you drop the scrod. ‘Throwing them wid he^ your characters get 
(f^nja e^erience. 

(Many scrods contain messages and clues instead of magical 
speds. *Be sure to write these down as they can provide important, 
if rather obscure, information. •The scrolls in the •Wizard’s 'worh: 
shop' are especially valuable in this respect. 

9fagical (Mayhem 

•When you re using the magic speds Be careful not to waste 
mana By casting the sped vHth too high a power level. •Each sped 
can Be cast at one of sij(^ power levels, affecting the duration or 
strength of the sped. •Try to watch the ffecU cf the speds as your 
magic users gain ej^perience and cast them at higher power levels, 
(for ej^ample, it s a waste of mana to use a high-power level when 
creating an (Anti-^Uen potion. The lowest possible power level wid 
u/orhjust jine. (Also, soTne of the monsters in the •Dungeon are 
creampuffs when it comes to speds. •Ihe giant •Wasps and the gig- 
gling •Thieves can Be hided with low level (TircBads, adowing you to 
save your mana for the (Big guys. 

On the other hand, casting too low a power level on some speds 




third way is to use a1 
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may Be just as Big a proBCem. •When you kiyno you re going to Be 
figBting reaOy nasty monsters, it makfs more sense to prepare Beat- 
ing potions %uitB very BigB pozi/er Bevels. Since you're undouBtedCy 
going to Be taking some serious amounts (^damage, you migBt as 
weCC go into Battle vfitB potions to Beal tBe most damage. *lBe 
numBer of f las you Have to create potions in is limited, so maBf 
tBe Best use of tBem. Lif^ivise, tBrozidng louf-level IfireBalls at 
tougB creatures only prolongs tBe Battle, adowing tBem to get more 
Bits at you. dry to tBem in as few attacks (ts possiBle. 

dacB of your CBampions Bos a ma^dmum amount <f mana 
availoBle, wBicB increases every time tBey acBieve a new fPriest or 
n/\Hzard level. dBere are rvays for tBem to effectively store up more 
tBan tBe maj(ioium Bowever. Using tBe 9dana potion mentioned 
earlier is one way, oltBougB tBis sped requires a fairly advanced 
level of experience to cast relioBly. UnotBer way of expending your 
cBaracters ' maxdtnum amount of mana, at practicady any level of 
experience, is to prepare a sped But not cast it rigBt away. cac * 
ample, wBen you 're going to Bave your party sleep to Beal tBeir 
wounds, Bave tBem prepare a LigBt sped witB tBe existing amount 
of mana. iBen wBen tBey waks up witB tBeir mana restored to tBe 
maxdmum, tBey’d Bave an ‘ex(tra‘ amount of mana stored up in tBe 
LigBt sped. Sinu it’d proBaBly Be dark^wBen tBey wakf up, tBey 
can all cast LigBt and still Bave maximum mana availaBle for 
wBatever tBey migBt need. 

9ffver let your CBampions ' mana levels get to tBe maxdorum 
witBout doing sometBing witB it. Once tBey've stored as mucB as 
tBey can, tBey 're effectively wasting any more tBey migBt gain (U 
time passes. 9lave tBem cast LigBt, or low-level dveBads into tBe 
distanu to use a little up and gain experienu points toward tBeir 
nexct level. 

Jllways rememBer time tBey use magic, tBey 're getting exc 
perience. 'WBen your magic users try to cast a sped and it doesnt 
worki tBey 'd stid get credit for trying. Jleep working at it, may f 
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using a sligBtly lower (Power Uxxelfor tBe sped untU tBey can casi^ 
it relioBly, tBen increase tBe power. (Don't try increasing tBe power ' 
r^Bi away Because you may face a nasty monster xvitB an inexperi- 
enced magic user only to watcB a spectacular sped fizzle outl 

*WBetBer you find tBe sped on a scroll, discover it By experi- 
menting or use a sped list, tBe dkcBadsped is one of tBe most use- 
ful weapons avaihSle to you. Once you team tBis sped, practke it 
continuady, and k§ep increasing tBe (Power level untU your magic 
users can cast it reUaBly. direBads are far more effective tBan tBe 
weapons your magic users may Be carrying in tBe Back.oftBe party, 
so tBe sooner tBey can use tBem tBe Better. One nice tBing oBout a 
rueapon likf tBis is you can vary tBe pozi/er to fit tBe situation - 
Big dveBdls for tBe nasty tBings and little di^Bads for tBe weakfr 
ones. dBe LigBtning (Bolt sped is similar, and tBese two speds tuid 
proBoBly Be tBe ones you use most. 

dBere are a couple cautions aBout using di^tBads tBougB. 
(DO(hCT run forward rigBt away after tBrowing a dveBad to su its 
effect. direBads move SLO'WLdi^ tBan you can mn, and you can 
actuady mn rigBt into your own di^eBadl Jllso, Be expremely care- 
ful not to tBrow a direBad wBen you 're standing rigBt up against 
and facing a wcdl. dBe explosion wid Be refUcted Back^onto your 
party witB serious, and fatal, results. Hctuady, tBis effect can Be 
used to end tBe game, if you want to re-start from your last Saved 
position. Just turn and fau a wad, tBrow a (BIQ dv^Bad and Be 
ready to click^on '(Restart dBis Qame.’ 

Wizarcdy *Wea^ings 

(Even CBampions wBo start out witB little or no mana can 
learn to use magic oltBougB it can Be a long process. Some of tBe 
magical items in tBe Dungeon wid impart a smad amount (f mana 
to tBe person Bolding or wearing tBem. If you discover any of 
tBese, tBey can Be used to give tBese low-level cBaracters a 'Boost' 
and adow tBem to practice ex(tremely simple speds. Ht first, even 


21 


tfie 9t{a£ica£ *Torcfi Rgdt spe^ may require too mucH mana, so try tfie 
simple Stamina potion. *Tfiey ’CC need afCas^to cast tfie speU, and 
tHe first severad times tfiey won't succeed, But tdeyU Be Budding up 
e?(perience for their first actual magic CexfeC. Once they achieve t^ 
first CeveC, they'd acquire mana cf their otm and can go on from 
there to practice more effective speds. ^ou can also use the War 
Cry to Budd up magicaC e?j>erience without needing any mana to 
start tvith at ad, aCthough it wid takf fonger. dif^ttdy, there is the 
f^lana potion, which menders cf the party can create for the unfor- 
tunate ones without mana of their ozon. This potion requires a Cot 
of mana itseCf, so it may Be awhiCe Before anyone wid Be aBCe to 
mahf one. *Be careful to do this remedial magical training' during 
quiet moments when you 'refairCy certain you d Be safe from attach, 
^ou don't want to face anything nasty with onCy a CittCe magic 
wand in your hidhing fighter's hand! 

Ht first, even characters with a fair amount of mana may not 
Be aBCe to create an entire sped ad at once. Because the eCements cf 
the sped require more mana than is availaBCe. dUe soCution is to 
cast as many of the eCements of the speCC as you can, then wait 
untd that Champion's mana returns and cast the rest. 
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fighting finesse 

With aCC this emphasis on magic, don't forget to train your 
Champions in the other, more physical, shiCCs. ‘EarCy in the game, 
when their magicaC oBUtties are stid undeveCoped, they'd naturady 
Be forced into hand-to-hand comBat. Even Cater on as Master 
Wizards, there wid Be many times when their mana is depUted and 
they d have to depend on sword and Bow to survive. 

When deveCoping a strategy for fighting the monsters hfep in 
mind the Mpmler One mjiCe of (Dungeon Survival: S*TJlf HWXf 
f%pM ‘I!H!EI(R^M0‘UIBCS! It doesn't matter whether they attache 
By Biting, sCashing with swords or even just screaming at you; if 
you're not xoithin range, they can't hit you. Some of the monsters 
can Be attached from Behind, But even the sCowest and dumBest of 
them wid eventuady realize they're Being hit and turn around 

(RjiCe MumBer (Two of (Dungeon SurvivaC is: jILS*T 

snyujfp ^CUCX^'^^f! (ProBaBCy the worst pos- 

siBCe method of fighting is to stand stid and trade BCows with a 
creature, four oBjective at ad times should Be to avoid takjng hits 
that vHd injure your Champions. Olpt only is there the rish^cf them 
Being hided. But the time and mana required to heal their wounds 
can Be put to much Better use. If you spend too Cong sCeeping to 
heal them or to regain your mana, you may find yourself running 
out of food Before you run out of monsters. 

One thing which can 't Be overstressed is using the h§yBoard 
cursor h§ys when you need to move quickly. (This is important not 
only for the puzzles requiring fast movement But also when fight- 
ing monsters, dhe hfy Board is much faster than clicking on the 
direction arrows with the mouse, and it has the advantage offru- 
ing up the mouse to let you ready a weapon. If you can coorednate 
the use cf Both hands, you can move and fight at the same time. 

HCere are a couple ways cf dealing with monsters. (Both have 
advantages and disadvantages, and you can always try variations 
on them. (The first has Become kflovm as the ’(Dungeon Master 
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nkuo-Step" 'lUis reSes on the fact most creatures uHH talif a Cittk 
time to turn around and face you if you move out cf their sight, 
you rued to he in a fairCy toide area for this method to zoori^ at 
Ceast trvo spaces mide, not in a narroiv corridor, facing the mon- 
ster, you sCide sidetvays, then turn to face the spot you were stand- 
ing in Before you moved. *Ihe moruter vHd move forward, in the 
direction it is facing, then turn to face you again. (During this 
time, you can attac^it in compCete safety and get in otu or two 
hits, lichen it has turned and facing you again, qukhfy repeat the 
maneuver so it doesn’t have a chance to attac^you. (Rgpeating this 
sUde and turn motion, you can circle around the creature and hid it 
Tuithout taking much damage yourself. *This method works particu- 
larly wed against the (Purple *Worms and even the Dragon. 

dhe other fighting method could Be coded a ’Strategic (Rf treat.' 
Diis works toed in long, narrow corridors where you can't maneuver 
around the creatures and is especially effective for fighting the 
(Rpckpilc (Klonsters. (To use this method, ready your weapon zvith 
the mouse pointer while stanCdng one space Backjrom the creature. 
*lhen, using the kgy Board cursor kgys, jump forward and attacki and 
quicffy Back^out tf range. (Repeat this action zvith the other Cham- 
pion in the front row and kfcp alternating, one fighting while the 
other one recovers from the last attack, Dventuady, the monster 
zvid move forward toward you, so you'd have to step Back.out of 
range again. Depending on how fast the creature moves, you'd 
findyoursef retreating Backjoards dozon the corridor. (Be sure you 
hazfe plenty cf room Behind you, so you don 't end up in what could 
literacy Become a (DDJiD-end. Silso, don't Back-up into another 
group cf monsters, unless you want to Become the fiding in a mon- 
ster sandzvich! you'd proBaBly taks some damage zvith this fight- 
ing technique. But it zvid Be far less than if you stood stid trading 
Blows. 

(Before you get close enough to any monster to fight it 'hand to 

L hand,' you should mak§ the most cf any opportunities to hit it from 

& 
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a distance. Use zveapons Ukf daggers and throwing stars to hurt 
monster Before it can get dose enough to hurt yOU. Jlnything you 
can throw at a creature zvUl damage it, and every Bit cf damage 
zvid help you kid it. Obviously, smad, lightzveight items hk} scrods 
and clothing aren't going to do much good. But rocks ftnd cluBs or 
extra swords and loose shields zvid hurt a creature. Dven Screamer 
Slices zvid kid a monster - if you have enough of them! If any f 
your champions has a (Rfody hand free, they can carry swords or 
cluBs to throw in addition to the regular throwing zveapons. Sfgain, 
the idea is to cause as much damage as you can (B(EyO(R^ the mon- 
ster has a chanu to hurt you. 

you 'd have to watch carefudy. Because some of your zveapons 
may stickpin a monster, and it may carry them off to a different 
location. ^Izvays Gsten carefudy for the sound cf something filling 
to the floor when a creature is kfled. (Besides zveapons, they may 
Be carrying items valuable to you, likg coins or elusive k$ys. 

If you're doing a lot cf maneuvering around during a fight and 
come across a weapon you 've throzvn Before, grab it and throw it 
again! Once you 've kfkd a monster. Be sure to go around and col- 
lect ad the weapons you've shot or throzvn, so you'd Be ready for 
the next encounter. 

Some creatures in the dungeon can't Be hit zvith a normal wea- 
pon. (These Vfpn-(Mlaterial (Beings' have to Be dealt zvith using 
magic zveapons. There 's a sped to weaken them, and some magical 
items zvid adow you to 'DispelC them. The most valuable weapon 
to use against these creatures is the 'Vorpal (Blade.' This odd-look: 
ing sword has magical powers to disrupt non-material Beings, 
although it's not very effective when fighting normal monsters. 
There are places deep in the (Dungeon where you 'd need to szvitch 
Between your normal swords and the *Uorpal (Blades ften. There 
are two of these zveapons. Both on the "^(Rjdtde (Rpom' Level One is 
easy to find, and the other is extremely zved concealed you XI need 
at least one and preferably Both <f them to makf it ad the way 
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tHrougH tUt ^Dungeon. ^Because of its ma^icaC properties, tfie Vorpat 
BCade vHH give you. Wizard-CeveC experience. 

It 's ironic tHat k^Ung a %pck^Monster tuiCC suppCy you xoitfi 
ammunition for your sUng to otfier !Rj>ckJ^(onsters. Be sure to 

fuwe your quiver fidei witft arrozvs or rocks* o-nd kave one arrotv or 
rockjn your fkfody Hand in order for tke Bouf or sUng to tvorkprop- 
erCy. Because tkey need to have their hands fuCC, any of your 
Champions using this kind <f weapon won't Be oBCe to fiedd a torch, 
ACso, you'd Be oBCe to fire at most five shots Before your quiver is 
empty and needs to Be reCoaded. 

(Doors of (Doom 

m very effective weapon, which doesn't Cook.Cikf a weapon at 
ad is the common, orddnary door! (I{pt ordy are doors handy to hide 
Behind white you rest up and recover your heaCth and mana. But 
they can Be shimmed on a monster's head (or whatever) to cause 
damage. (Doors are particutarty effective against (kpek^iMonsters, 
who move too sCoudy to get out cf the way. Other monsters ziHd 
either jump Back, after Being hit, or widfodow you through the 
doorway unless you stand right there Btockjng their path, 

*This is one unfortunate part of using a door as a weapon, 
(/ou '[(find you have to stand there hacking at them, taking hits 
from the monster as the door pounds on them, or else you may end 
up with them on yOU(B,side of a dosed door. ^Cso, you have to Be 
very careful not to hit the door itself if the monster suddenly Backs 
away, and the door closes. One good chop, and you might find 
yourself facing an angry monster through the splintered remains of 
the door! 

(fou can maks an attack,with a door more effective if you can 
'dteeze' the monster under the door with a magical Boxq But these 
should Be saved for times when they're really needed, (further 
down in the (Dungeon there are situations where this tactic could 
Be used to much greater advantage than just k^ing Burple ‘Worms. 
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In fact, whenever you find a magical weapon, try to conserve itfof^ 
times when it vHll really Be needed. Because these magical items 
generally have a Umited numBer of charges, or uses. 


Hction Appraisals 

If you place an item in a Champion's Action hand, you can te/T 
if it has any special properties or any use as a tveapon By watching 
to see if it has an icon on the 'Action (Menu.' Anything which 
doesn't show up on this menu, lift apiece of cheese for excample, 
can 't Be used as a weapon. If you try holding a torch in your 
Action hand you'd see a torch-shaped icon and discover you can 
'Swing' the torch as a weapotu ‘Whenever you find something new, 
test it this way and su if it can do anything special Just for fun, 
try holdng a coin in your Action hand! 

In gerural, the deeper in the (Dungeon you find a weapon or 
armor, the more effective it is. As you find Better weapons, don't 
Be afraid to discard your trusty old daggers and poison darts. ‘Ihe 
kinds of monsters you 'll Be encountering deeper and deeper won 't Be 
Bothered much By such wimpy weapons. It 's Better to kfcp your 
loads as light as possiBle, and makf more room for essential things 
Rkf potions and food. In most cases, the xoeapons availoBle in the 
(Dungeon don 't wear out or Breaki so there 's no reason to worry 
about carrying spares. 


(figHting (fatigue 

‘When your Champions are fighting, it takfs some time for them 
to recover each time they attack,or use magic. In general, the more 
exertion the attack,iequires, the longer they'll have to rest. (During 
this time, they're vulnerable to attack,and can't do anything to de- 
fend themselves. (Because of this, you should plan your attacks 
carefully so you don't have attfour of your Champions standing 
there panting Breathlessly and untile to do anything useful. Some 
magical weapons can do things liks throwing (fireBads or Lightning 
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vfitfumt taking atuay any manafrom tfie person zofio uses tHem, But 
they'CC stiCC ^ve to go tBrougB this recovery time. Some tfie 
attach vHCC require mucB more time to recover, '^erserl^ or 
'Meke' attackjuHtt taH^ Conger tHan a sinpCe ’Cfiop.' *Xou U need to 
determine wBetBer tHe cBance qfinfCicting more damage is wortB 
tfie e?(tra time to recover. 

fRgLtioncU fRjinmng 

fKere’s one Cast tfiougfit aSout figHting monsters in tfie Thin- 
geon. ^ou TXXhCT fiave to BiCC tfiem o/T to "win tfie game.' There 
are times tuBen it might Be Best to sBeatfi your weapons and run 
past the monsters, and Cet them Bother the next party qfSldventur- 
ers to come their way. In fact, there U Be areas where the monsters 
regenerate faster than you can kifC them, so you’CC have to just run 
and dodge to get past them. Cf course, this can onCy Be done in an 
area that's wide enough to get past. QCou've aCso got to Be 
carefuC not to run into another group of monsters which might 
BCocffyour path untiC the ones Behind you can catch up I 

JlCtar ^ctim 

ShouCd the worst happen, and one or more of your Champions is 
hided in BattCe, the others can carry the Bones of their faCCen com- 
rades to the nearest SlCtar of ‘iT, and resurrect them By pCacing the 
Bones into the JiCtar. They'd Be Brought Bach^to Cife totady xoith- 
out any posessions, so try to Bring along as much cf their equipment 
as the others can carry, 

TLnfortunateCy, a Champion has to pay a price for Being resur- 
rected By Cosing some HCeaCth points. HCso, it can Be aztfudy time- 
consuming to have to find your way Bacfto an JiCtar, which of 
course uses up some cf your food and water. *WhiCe it 's good to 
hnow the SiCtars are avaiCaBCe, the Best pCan is to try not to get 
, anyone kfCed. Usuady, finding an SlCtar cf "Ul teds you something 
%. about xvhat you're Cih$Cy to Be getting into ne}(tl 
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Mapping Mystique 

Trying to find your way Bach,to an Mtar or trying not to run 
into a dead-end escaping from monsters can Be awfudy difpeuXt un- 
less you have a photographic memory or a good map. The T>ungeon 
is so convoCuted you may end up Citerady going in circCes, or fad- 
ing Bac^the way you came, unless you pay close attention. Sid the 
iron rings, hook§, drainspouts and other things on the wad can Be 
used to heCp orient yourseCf, and even the pudedes and patches cf 
moss on the floor can Be heCpfuX. This is the onCy function cf the 
red gratings in the floor too. fffpne of them can Be opened 

If you 'd Ci^ to try mapping as you go along, the Best way is 
usuady to use graph paper, and consider each 'step' as one square. 
Tecause the entrances to the Levels are ad in different places, you 
won't hjiow where to mar^the stairway, sojustpic^a convenient 
spot near the middle of the paper, you may end up haxHng to re- 
draw a map if it runs off the edge. But since the moffmum size cf 
the Levels is about 35 ^ 30 'squares,' you shouldn't have too much 
trouBle zvith this. 

SI real problem zvith trying to makf an accurate map is the 
monsters are so inconsiderate. They 'd insist on chasing you up into 
unmapped areas, or getting you turned around so you have to re- 
orient yourself after fighting them. Maljng your own maps can Be 
a rewarding part of playing an Sldventure, But it can slow down 
the play of the game. If you Uff, you can always use a set of maps 
made By previous Sldventurers, such as those in this Bool^ 

elusive Illusions 

One thing to watch for when using your maps is any large area 
which seems to Be solid wad. There are many hidden doors, secret 
passageways and even sections of wad which are nothing But iUu- 
sions. large Bloch surrounded By corridors, is a clue there may Be 
something hidden there. 

Unfortunately, there reidly is no good zvay to detect an idusion- 
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ary vjaU other than By Bumping into it or throvHng something 
through it. *There are several of these areas in the (Dungeon and 
one pBace where you (KCUS^T find the hidden opening to proceed. 
Most of the items hidden in these areas are not essentiaC to the 
game so don 't worry if you don 't find them ad. 

dhe (Dungeon is so rich with detail it can Be easy to overCooh^ 
something important, so Be careful to e?(amine 
cCosefy. (Kfep Light speds strong so you won’t miss anything. Some 
of the hidden switches are *^^y and some essentiaC iums are 

grey on the grey fCoor. 'While most of the things you see on the 
wads are just decorative, or useful to orient yourseCf, a very few cf 
them DO have important functions, so ej(gmine them ad By touch- 
ing them. 

Saving Qrau 

Cast hint, and proBaBCy one <f the most important of ad, is 
save the game often. 'Whenever you compCete a LeveC, and are 
standing at the top of the stairs dotun to the neJit LeveC, 
the game. If one of your Champions acheives a new eT^perience 
Cevd, or if you find a particularly valuaBCe item or weapon, 5 ^* 1 ^ 
the game. 'There's nothing worse than fighting your way through 
an entire LeveC of nasty creatures and accidentalCy kjCCing your 
party By running into one of your own CfireBaCCs and discovering 
you haven't saved the game for two LeveCs Backi O^ou d have to go 
through ad of that over again! If you devote two (dsk§ to saving 
your Dungeon (Master game, and aCternate them Bacfiand forth, 
you'd also Be aSCe to go Back^to a previous Save if you ever want to 
try doing things a dttCe differentCy. 




30 


Hdvanced adventuring 

'When you 've finally ej(pCored ad the levels, found ad the neces- 
sary kfys, soCved many puzzles, fought countless monsters and at 
Cast successfully confronted Lord Chaos, the game ends, and you've 
won. 'This doesn't necessarily mean the fun is over however. If 
you've enjoyed playing Dungeon (Master and would Cikf to play 
again, there are a few things you can try, to makf it more inter- 
esting than just going through it ad again in the same way. 

ProBaBCy the simplest variation would Be to choose ad 'non- 
human' Champions for your nej(t attempt at the 'Dungeon, or a 
party made up cf ad female characters. Jlctuady, this won’t ready 
makf ad that much of a difference in the play cf the game, as Cong 
as you maintain the kind of Balance recommended earner. 

Something a little more interesting to try is taking an unBal- 
anced party into the 'Dungeon and seeing how far you get. iTm 
es(any)Ce, there are places where (Magic is oBsolutely essential to get- 
ting through. 'Try taking along four fighters who have no 'Wizard 
or (Priest skids and little or no mana. you 'd have to worl^hard to 
give them the magical skfls theyd need 

Or, just for fun, try not using (Magic at all! See if it's true 
that such a party, physicady strong But magicady toeaki can't sur- 
vive. (MayBe you dfind a way to zvin through rvith them. 'Try un- 
BaCancing the party the other way, rvith four 'Wizards who have 
plenty cf mana. But who are physicady very weaki In this case, 
you d have to Be e^ememly careful to avoid getting them ad kided 
during the first few Battles, where their magical skids widstid Be 
quite Cow. 

Once you kpow your way around the 'Dungeon, you could try 
not using magical spells until you find their scrolls, if you used a 
sped Ust the first time or discovered some of them By yourself, you 
should Be oBCe to survive rvithout (fireBadsfor instance, until you 
find that scroll using your knowledge cfwhat 's in store for you. 
Something else you could try is a 'pacifist' approach, where you 


try to STuaf^your xuay past as many monsters as you can zidtfiout 
k^iny tfiem. Of course, tfiere uHiC Be times toBen you 'U Be unaBCe 
to avoid kidiny some cf tBe creatures, But see Boro many you can 
outrun. 

!\s difficuCt as some of tBese ideas may sound, tBeres afar 
more interestiny cBadenye to Be tried. (Dunyeon faster vHd adozv 
you to enter tBe (Dunyeon, and start tBe yame tuUBfexoer tBan tBe 
nomud numBer of CBampions. See if you canpick^out nWO rued- 
matcBed cBaracters and Bave tBem attempt tBe fDunyeon. 

you '/T Bave to alter a Cot of your normal pCayiny tactics to makf 
up for a Cot of differences, you won’t Bave to worry aBout carry- 
iny as mucBfood and water as for a full party of four. But Because 
two players can only carry Balf as mucB as a full party, you’d Bave 
to cBoose your equipment a lot more carefudy. dBere won’t Be any 
room for any 'e}(cess Bayyaye.’ your CBampions wid Bave to rest a 
lot more often to Beal tBemselves, and Because tBey’d Bave ordy Balf 
tBe total mana of a fud party, you'd Bave to Be very careful Bow 
you use it. yiyBtiny udd Be a lot more critical, since tBe same 
numBer of monsters zvid now Be Bittiny Balf as many CBampions, 
and tBus causiny twice as mucB damaye to tBe party. dUere won’t 
Be anyone to cover tBem in Battle, or to trade places xoitB tBem and 
takf over tBe fiyBt. Jls difficult as it may sound, it’s entirely feas- 
die tBat two CBampions could win tBe yame. 




32 


*TBe ultitnate cBadenye, of course, would Be to play tBe yam£% 
witB only CXJ^ CBampion. dBis is e)(tremely difficult, and very 
time-consuminy, mainly Because one cBaracter can’t carry ad tBe 
items you ’d need witBout Becominy seriously overloaded. *WBen 
playiny only one person, food is not a proBlem. In fact, tBere ’d Be 
an overaBundance of food. *TBe Biyyest proBlem is tBe fatiyue 
caused By tryiny to carry too mucB and ad tBe runniny Backhand 
fortB you need to do to Briny your equipment alony xvitB you. you 
may Bave to makf several trips Back.tBrouyB a Level to move your 
reserves of mqyical Bo}(es, torcBes, flasks <tnd otBer tBinys Gkf coins 
up to tBe fartBest point you’ve reacBed. you can store tBese items 
in cBests wBicB you can dump down tBe stairs to tBe ne^ Level, 
tBen yo Backhand yet tBem wBen you ’ve finisBed fiyBtiny your way 
tBrouyB tBat Level, and carry tBem to tBe nej(t stairway. Unfor- 
tunately, some Levels Bave areas wBere tBe monsters xvid reyenerate 
if you leave tBem alone lony enouyB. *WBen you yo Back.tBrouyB 
tBeir domains, you may find yourself fiyBtiny tBe same yroups of 
monsters ad over ayain. 

Jld tBis carryiny and fiyBtiny wid e?iBaust a lonely CBampion 
ratBer quickly, so tBe cBaracter tvid Bave to rest a yreat deal, you 
can create Stamina potions to yulp down and reyain some stamina. 
But of course tBat zvid drain tBe severely limited supply of mana. 
you’d find playiny zvitB only one CBampion Becomes a real cBal- 
lenye in resouru manayement, as wed as Beiny extremely cBadeny- 
iny in tBe normal (Dunyeon faster way. fiyBtiny is far more 
dependent on 'Bit and run tactics to avoid takiny too mucB dam- 
aye, and to makf tBe most of tBe limited damaye your sinyle 
weapons can do. Luckily, none of tBe puzzles require more tBan 
one person to solve. 

iBere ’s an interestiny psycBoloyical side- effect of playiny tBe 
yame zvitB only one cBaracter. WBen you’ve yotfour, or even two, 
CBampions tBere ’s afuliny of companionsBip and mutual support 
ayainst tBe exnl tBinys of tBe (Dunyeon. WBen tBe most nasty 
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monsters attach the party, its memSers can aCtoays count on the 
others to cover them. With oniy one character, it's a much ConeCier 
and far more scary place. One thing you realize right at the Begin- 
ning is if^nKlS Champion gets killed, there's no one to carry the 
Bones Back, <tn altar to Be resurrected. In this case, dead is 
(Dead! 

(Author's 9{pte: I've played a single Champion to the Beginning 
of Level 5, and stopped. Because of the time it was taking. If any- 
one ever (DO^ manage to xvin the game zvith one character, I'd 
lik§ to hear oBout it. Consider it a challenge!) 

Another variation on the theme, and one that can add a whole 
new dimension to the game, is the 'two-player mode.' Though (Dun- 
geon (hdaster isn 't technically a two-player game, you can play it 
zvith one person using the kfyBoard for movement and the other 
using the mouse for spell casting and fighting. This form of play 
really takfs a team effort and good communication Between Both 
participants. 9(pthing is worse than one person casting a powerful 
TireBalljust as the other player decides to turn and run - smack, 
into a wad! 

One final note - if you get really Bored zvith ad the other pos- 
siBdities prexHously mentioned, or if you 're the curious type, try 
taking the Tifestaff Back.up to the Dungeon's entrance, he pre- 
pared, though, Buause you won't survive the e^eriment. 
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Section Two 
Dungeon Maps 



LegentC 

X = I ten of Interest 
H = Doors 
□ = Secret Door 

|> = Button, Slot, Keyhole 

h. = Key 

SS = Transporter 
■ = Floor Plate 

L = Hater Fountain 
9 = Floor Grate 

ISl = Pi t 

t = filtar of VI 
* = Fire Elemental 
A = Stairuay Up 
w = StairiKiay Doun 


LeveC One fHaCC of Cftnmpions 



Si = laido 
® = Z^d 
C = *EGza 
(D = CHam 
£ = 9{axuf^ 
= ^oris 
Q = Sik^ 
9( = OdfiBi 


I = !Hissssa 
3 = Qotfinwg 
= Ltijta 
L = Sonjd 
9d= Wuuf 
f^= McfpHus 
O = Stamm 
fP = 


Q, = 

= (Daroou 
S = ‘Wutse 
T = Tiggy 

U = ^aCk 

^1/ = Syra 
*W= Qando 
X = LinfCas 


9 ^/TE: 9 (ali of CAampions is enlarged to sfioto detaU. tfMlwags outside tfie iWo/T an 
propanumaOif correct. 


LeveC H/wo 



l/i^eCcome to tHe (Dunpeon 


Doa 










LeveC CTfiree 



C /loose your yate 















■ liliUli 


LcveC 



treasure Stares 


Leaet SiTC 



^THe !mddCe Vj)om 











LeveC Seven 


LeveC 



nUe ^om 6 cff the ffirestaff 


Hhe Sitena 










LeveC fAfitne 



^nU Le^oeC 


HQ 


LeveC Ten 



Tie Zoootn LeveC 


HQ 




























LeveC T,Ccoen 



CCockjoise ^om 


HHH 


LerfeC ^roeCve 



dSe 9QftigHts LeveC 





















LeveC lUirteen (Dar^Loard 






1^1/ IT 


ZTJ, slrOr-lr 
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LcoeC fourteen ^Tfie ^Dragon Levet 


Section ^firee 
LeveC By LeveC ^our 
& (PuzzCe SoCutions 







LeveC One - ^de 9(aCC of Cdampion^ 

^L*E*]^EL OO^, you find tHe mortaC Cfiumpums tofio^ 
fiave (dready tried to survive tde *Dunyeon unguided and 
jaded. dfUir CifcCess forms atoait your inspection, frozen 
into magical mirrors. Tal^ your time and cfioose riHselyfor you can 
only toujour Champions uHtH you, and once you cfioose, you can't 
cfiange your mind ruitHout restarting tHe game. 

Us you enter tHe (Dungeon, your disemSodied form can't toucfi 
anyt/Ung es(cept tde mirrors of tfie Cfiampions. !As soon as you 've 
cfiosen one, that person Becomes the Leader of the party, and you 
can interact xoith the physical roorld By guiding the Champion to 
touch or pickup objects or even run into zvadsl 

Jifter you 've selected four Champions to guide on your quest, 
find the jloorpQite which opens the door into die (Dungeon and step 
inside. (There 's no danger on this level and no puzzCes to solve, 
fiood can Be found here along with other necessary supplies. Learn 
how to open the door and read the scrod near the stairway down to 
the Ttef(t level. 

The scrod teds you how to create Gght in the Dungeon. This is 
proBoBly the most Basic sped you need to practice. There is also a 
torch nearBy, Because your (Magic users won't Be strong enough to 
S$ep the gloomy hadways Ut themselves. The watershin is extreme- 
important for carrying water to where there are no fountains. 

Also on this Level is the first SMtar <f*l/I youdfind. d(fmem- 
Berfor each time resurrected, a Champion loses (Health (Points. 

*When you've explored this rather smad level thoroughly, return 
to the staira/ay, and go down into your first taste <f the (Dungeon/ 
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LeveC H/iao - ^eCcome to tHe dungeon 

S yOtl ayECEO^ the stairs from the tHatt tf Cham- 
pions, the first thing you 'U notice is it ’s ddrlQ 
darhi in the (Dungeon. It 'CC Be up to you to hfep your 
area tueU-Cit so you don't miss any important details. Jl grey hfy 
on the grey storu floor can Be easily overCoohfd if the Cight is too 
dim. Use the torch you found on LeveC 1 and Begin your magic 
users’ practiu xtHth the Light speff. 

*Ihis LeveC introduces you to the ^nds of puzzCes you 'CC have to 
soCve and the types of monsters you 1C have to fight. *Ihere are xuea- 
pons here to use pCus more suppCies and magical scroCCs. *The puz- 
zCes are fairCy easy to soCve, But they shotv u/hat you'CC Be encoun- 
tering Cater on ivhen things (R^JILL^ get tricfyl *To the right of 
the stairs is a room containing the first monster you’CC meet in the 
(Dungeon - a (Mummy who attacks rvith hideous shrieks. Just out- 
side the door is a Carge cCuB, in case none of your Champions has 
any weapons yet. Stay Back,out of his reach if you can, and try to 
dose the door on his head (Monsters at this CeveC aren’t too strong. 
But remender, neither are you! 

Once the (Mummy is ksded, e}(gmine the room very cCoseCy to 
find a vaCuaBCe weapon for your fCedgCing party. Sis you proued 
through the doorpost the stairs, watch for kfys that wilC open the 
many Cockgd doors on this CeveC you'CCfind the kfys out inpCain 
sight. But some are weCC disguised against the grey of the floor. 
Some doors xt/UC have to stay Cock§d untiCyou can find kgys in other 
areas, then you’CC have to come Bacfto open them. 

(Be carefuC when you find (Pits in the floor Because afaCC couCd 
easiCy Be fatal to your party untiC they BuUd up their d^aCth. SI 
few (Pits in the Dungeon have minor items tf interest in them. But 
at this point, it ’s Better to just avoid them. 

nUrough a door opened with an iron k§y is the second monster 
awaiting you, this time a Screamer. Screamers are fairfy sCow mov- 
ing, so you can use the ‘Strategic (Retreat' method cf fighting them. 
This first Screamer can Be easiCy kjCCed By throwing things at it. 
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Slgain, try to stay away from cCose contact with SISMX <f the mon-^ 
sters in the (Dungeon to avoid Being BadCy injured. (Be sure to pick, 
up the 'Screamer SCices' Ceft after this monster is kjfled, as they are 
an important source (ffoodl 

Soon you'CC pass through afairCy Carge room whose floor is cov- 
ered with footpCates. *The pCates controC the two doors at the e}(it. 
(fou YJf need to e?(periment with the pattern to open Both doors at 
once. But it 's not terriBCy difficuCt. flfter you pass through this 
room, watch for wandering Bands of Screamers and (Mummies, dhe 
sooner you notke them, the sooner you can attack.them By throw- 
ing things at them. If BattCe leaves your party BadCy injured, re- 
treat to a safe pCace to rest until your Champions heaC. 

When you find a “(BCue (Transporter (pieCd' inviting you to 'Step 
Inside, (Takf a (Rjde,' do just that. It's not dangerous, and shows 
you how the transporters work. Be sure to search the area you end 
up in Because there 's an important item. Use an object of CittCe 
vaCue, Cik§ a shoe, to cCose the pit you ’d run into Because you can 't 
get the object Backi 

Sifter you’ve fought several more Screamers, you'CC come to a 
Carge room. In an aCcove youlC find some empty flasks- (These raid 
Become more important as you Begin to use magicaC potions. SMong 
with the flasks, are two important scroCCs that tviCC teach you 
how to create a potion to cure poison and to heaC your Champions. 

When you Ceave the Carge room, you 'CC run into a gate which 
won 't open when you puCC the switch in the tvaCC nearby. (Try Cook: 
ing down the other hadway. (Past this gate is a Cong march down 
to a pit shielded By another ypCue dicCd.' (R^ad the message on the 
wad and do what it says. In this case, you d Be oBCe to recover the 
item you use. 

Sifter returning down that Cong passage from the pit and open- 
ing a door with the ksy you found on the other side. Be very care- 
fuCl (There are several Bands of wandering (Mummies speCCing 
trouble for your party. (Throw everything you can at them and Back. 
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away from tfUm, throuyU tHat tCoor. Luck^, tfie Mummies won't 
follow you much Beyond that point, so you can rest if you need to. 
*Ihese Mummies are the fast real chance to lose one or more of your 
Champions, so Be cautious. Hdiey move fast. But they can Be hided 
from a distance xvith thrown tueapons. 

between Battles, you'll encounter the first cf the tougher puz- 
zles. message on the wall tells you V{pne Shall (Pass' and a 
dosed door sums to agru. Qyite nearBy, there 's a (Blue nransporter 
J^ield with a chest visible Beyond, But this transporter is 
'One-^Way,' and you can't get through it from this side. *Ihe only 
way to get the chest is to pass through the door, ^ou'd have to 
find a way to do that, quite literally. (Hefting the weight of your 
Ifalchion sword in your hand, try everything you can think.qf, and 
then try getting *l^(R^ angry at the door and taking your anger 
out on it in the most physical way possible. Inside the chest are 
potions which will give you a magical defense when you drink, 
them. (Don't waste them now. Because you’ll nud them later. 

(Past there, you’ll find a use for a Copper Coin when you come 
across a fountain which zvid grant you one rvish. (Toss the coin in 
and su what happens. 

([here 's another closed door just Beyond the fountain. But no 
way to open it, so go on. (Be cautious; there are Screamers in this 
area. *When you find a lever in the wall, pull it. (kf trace your 
steps a little and you 'd su what happened. Inside that room is a 
lever on the wad. But this one doesn't seem to do anything. Qo 
Back,to the first lever and search carefidly. 

*There 's one more dangerous area to Be passed through zvith an- 
other Band of Mummies, you'll find a chest full of food and 
supplies and a scrod teaching you how to makf a poison sped. 

Just Beyond there is the stairway down to the ne?(t level. *lhere 
is also the last water fountain you 'd Be seeing for a few Levels, so 
have everyone drinkjtp. (Chen graB the torch from the tvad, takf a. 

L deep Breath and plunge dozvnwardl 
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LeveC ^ree — Cfioose ^our ^ate 


(hCnJHiS L'EVLL, you come across the first series of '' 
(Puzzle (Rjfoms in the (Dungeon, you 'd need to sharpen 
your zvits to get through this level! 

*Be very observant as you Begin to move down the corridor from 
the stairway. (Behind a hidden door is something that zuid come in 
handy in solving one of the puzzles on this level. nJiere 's also the 
first of two puzzles requiring you to move very quickly. *Be sure 
your party isn’t overloaded when trying to jump through the flash- 
ing (Transporter yield, ^ime your jump just as the field goes off 
and use the keyboard cursor kgysl 

(Che way to the stairs to the ne?(t level is Blockfd By four doors 
zvith golden locks, you 'd need to find at least four gold keys, phis 
one more to open a room near the stairs. There are sv^^gold ksys on 
this level, one in each of the puzzle rooms. This gives you the 
choice to sk^ one of the rooms if you really get stuck, hut there are 
valuables in ad the rooms. 

There are sv(_ doors opening off of the large central room, each 
zvith its own terrors zvaiting zvithin. It ready doesn't matter which 
one you choose to enter first, so pickwhatever sounds interesting. 
Let 's lookrtt diem in clocksvise order from the entry hadzvay. 

The chambers of the Quardian zvid introduce you to the (Rpek: 
pile monsters, also kpozvn as the '(RpekSquids,' and the nasty (Blue 
Trods. The trods can Be fairly easily kded. But Being hit zvith their 
clubs can Be fatal. Throw things at them from a distance, includ- 
ing their clubs! The (RpekMonsters are exp'cmely hard to kid, and 
their Bite is poisonous, ^fortunately, they are Very slow, so you can 
use the 'Strategic (Rptreat' method <f fighting them to good advan- 
tage. Their poison is only temporary, so you don't normady have to 
worry about using a 'Cure (Poison' potion for them. Slamming doors 
on top cf (RpekMonsters is very effective since they move too 
slowly to get out of the way. Once you've kided the creatures in- 
habiting this room, you’ll find a chest lockfd away Behind sealed 
doors, ^ou can't open the doors. But youd find you O43{^move die 
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cRest. persistant and k§ep vfatcRinp tRe resuCts of your actions. 
Once you yet tRc cRest, you 'dfind it only contains a mirror, Rut 
tRere 's sometRiny in tRe room tRat miyRt enjoy CooRiny into a mir- 
ror. *Be ready tofiyRt ayain tRouyR! 

you Rave to pay for your entrance to *lRe VauCt, so first searcR 
tRe Carye room. Inside a cRcst you 'dfind your metRod of payment 
and two important scrods. One teds you Row to cast a sped tRat 
opens doors, and tRe otRer teCCs Row to create a Stamina potion, 
you can ReCp a starviny CRampion reyain some Stamina xoitR sucR 
a potion, aCtRouyR it won't ReCp Ris tRirst. Once you 've paid to 
enter tRe *Uatdt, you’d Rave tofiyRt your way tRrouyR tRe monsters 
wRo doe tRere. beyond tRe monsters, your toay wid Be BCockgd By a 
pit xoitR a door Beyond it. inscription on tRe wad imdtes you 
to ’Cast your Influence, Cast your MiyRt.' H(fmemBeriny tRe scrod 
you found in tRe Carye room, you can open tRe door xoitR your mayi- 
caCinfluenu, tRen use your pRysicaC strenytR to put sometRiny onto 
tRe floorpCate Beyond tRe door to close tRe pit. *TaRf tRe coin from 
tRe nicRe, and suBstitute sometRiny for it to open tRe next door, as 
you'd need tRe coin. *Be ready tofiyRt more ^pek^Monsters and 
Trods. If you need to, retreat into tRe room xoitR tRe nicRe, cCose 
tRe door By removiny tRe oBject you pCaced tRere, and sCeep to re- 
yain your ReaCtR. you can also Bany tRe door on tRe monsters ’ 
Reads tRis xoay. ^Beyond tRe monsters is a smad Button on tRe xoad, 
openiny a Ridden room xoitR onotRer Button Ceadiny to a room RoO£- 
iny tRis puzzCe 's k§y. 

dRe Matrix. isfairCy safe xoitR no monsters. Its danyer is it can 
Be so confusiny you miyRt starve to deatR tryiny to yet out! 9(ere 
tRe compass you found earlier can Be put to yood use. *lRis room 
contains many 'spinner' fieCds, CiRf tRe Mue dransporter yields. But 
inxHsiBCe. dRey xoid turn you 90 deyrees from tRe patR you xoere on 
so you actuady yo in circles wRile it Cooks Idis you 're wadjny in a 
straiyRt Rne. By xoatcRiny tRe compass, you 'd kpow wRen you 've 
Been turned from your patR. AnotRer way to yet tRrouyR tRis room 
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is to tRrow sometRiny out oRead cf you, and watcR its patR. dRi'\ 
arrow you find riyRt near tRe entrance to tRe matrix would Be 
iiUal. Oon'tforyet to e7(omine tRe xvads closet 

dRe next room, dime is cf tRe ^Essence, is tRe second spot on 
tRis lex)d wRere you d need to move yuickfy- *\^^Ren you find a yem 
in tRe xvad xvitR an inscription '9&t and 9(jtn,' tRat's exactly wRat 
you Rave to do. (Press tRe yem and run as quickly as you can to 
your left. It may takg a few tries. But you'd see wRat's Rappeniny. 
WRen you yet tRrouyR, you 'd find your xoay BCocksd By a pit, and a 
Button turns on a temporary dransporter diddl on tRe otRer side of 
tRe pit. dry tRroxviny sometRiny into tRat ditld. dRen you'd find 
onotRer pit in tRe xvay and onotRer Button. dRis time you'd su tRe 
Button closes tRe pit Briefly, But not Cony enouyRforyou to turn 
and run across. Sometimes a Backjvards approacR miyRt Be Best. 

dRe (Rpom cf tRe Qem Ras a dexHlisRly devious trap wRicR can 
sped deatR for tRe unwary. Be as oBservant as you can, lookiny 
around comers Before you kap, or you may Be tRefidiny in a (Rpeki 
Monster sandxuicRl ^ou 'd need to put sometRiny on tRe floor to 
dose tRe pit near tRe entrance of tRis room. But watcR BeRind you 
wRen you open tRe next door, you may find your retreat suddenly 
cut off. you 'd Rave to 'Cast your MiyRt' ayain to close tRe pit so 
you can yet out. If you dk§, you drop monsters into tRe pit By sud- 
denly steppiny off tRe flootphte. you won't yet any experience for 
kfRny tRese monsters. But it sure can Be satisfyinyl Urfortunately, 
tRis doesn't workjwitR (Rj)ckjMostersl Beyond tRe monsters in tRis 
room, you’d Rave to find a Ridden sxvitcR in tRe wad to find tRe 
k§y to tRis room. dRen after retraciny your steps Back^to 
tRe entranu, you can open die room wRicR contains tRe Qold (Kfy. 

dRe last room on tRis kvel, tRe Creature Cavern ready doesn't 
contain any actual puzzles. But it certainly lives up to its name! 
yiyRt your way tRrouyR for a Qold 9^y. If you 'd likf to skip any 
<f die rooms, tRis is tRe one! 

One valucdk tecRnique tRis kvel teacRes you is tRe importance 


of retreating into a safe area and skeping to regain your 9£eaftfu 
Sis Cong as you rememBer to close JILL tHe doors into tde large cen- 
tred room, you 'd Be safe vfBiU you sleep. 

Once you Have o/T tfie B^fys from the ^Puzzle tRpoms, you can 
proceed on down tHe Hallway tBrougB the doors witB tfie Qold 
LocBs. (Beyond tfiru tf these doors is another Siltar of *l/I (which 
tells you something aBout what you 're getting into on the nef(t 
level!) and a (R^ (Kfy. Quard this h§y carefully, for the success of 
your Qyest depends on its safety. ^ou’U also find a scroll nearBy 
which tells you how to cast a spell to weaken ’non-material,’ or 
ghostly. Beings. Study this scroll xoell, as you U need it soon! 

fifth Qold (Kfy opens a room containing even (MO(R^ (Rpek, 
(Monsters. *When you’ve kiOed them, search the room carefiSy for 
hidden switches and prepare for another fight. dUefood, armor and 
tueapons you find in these last areas of this level can Be valuaBle. 

finally, rest and regain your (Kecdth and (Magical (Mona; you ’re 
going to need it! 
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LevtC ffaur - (Prepare to (h{eet O^our (Doom fe 

(H(E I(^^CRJ(PnO(K.5i*T the foot of the stairs leading td% 
this level says it ad. dhis Levd has the duBious honor cf 
Being proBaBly the (BQ^SdlLSd level in the entire (Dun- 
geon! you ’ve managed to survive through intricate puzzles, and 
through Battles with some pretty Bad monsters, how Bad could 
things get? 

Let me introduce you to the li^orms, the (Purple *ii!orms, the al- 
most indestructiBle, poisonous (Purple *Worms. *The things your 
mother told you would get you if you weren ’t good, dhe things 
that go Bump in the night, whenever they want to...you get the 
idea? 

*When you arrive on this level, you’d run into some more (Rpek, 
(Monsters, But you ought to Be aBle to hamde them pretty wed By 
now. *Ihe real e?(citement comes when you Break.your way through 
a wooden door and find an iron grate door. *The door opens when 
you step on a floor plate. But closes Before you can run down the 
hadway. (Part of the ej(citement is a Qiant *Wasp waiting for you 
Beyond that door, and if you haven’t learned the direBaXl sped 
somehow, it ’s going to sting you sidy. *Ihe *Wasp ’s sting is poison- 
ous, so you d need some Cure Poison potions. (Do the Best you can 
against it, and run Back-up the stairs to the previous level if you 
need to rest up. Luckily, none of die monsters ztHdfodow you up a 
staircase! 

*To get through the door that won’t stay open, turn and ei(a- 
mine the wad when you step on the floor plate, then Be ready to 
move yuickfy out of the tuay of the door dosing on your head! *Be- 
yond that door is (Purple Worm country. (Befudy rested, and have 
ad weapons and magic ready Because you ’re going to need them! 
(While getting ready for Battle, don’t forget to efQimme everything 
around you. Qetting your hands icky may pay off in this area) 

When you see afUckgr of purple Beyond the circle of Gght from 
your party, you ’d know you ’ve found the Worms, or they ’ve found 
you! nUe Worms are tough, and they move fast. It’s hard to re- 
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treat fast and stUC Be aBU to Bit tBem enou^B to tBem, oB- 
tBou 0 B tBat xtHd toorl^in most cases. *lBe most effective attacl^is 
to use tBe 'dX\( *Ttvo Step' and circCe around tBem untiC tBey’re 
BifBed. J^ain, if you Bave to, run as fast as you can doom tBe cor- 
ridors untiC you yet Beyond tBe door tBat cCoses tvBen you Bit tBe 
fCoorpCate. ^Rjst up in tBis secure area untiC you can yo Bacf^into 
Worm Country ayain. 

Ids you advance tBrouyB LeveC ^our, you'd find rooms tt/Bere 
you can cCose BotB doors and sCeep to reyain your iKeaCtB. ‘Be care- 
fu£ Because tBere 's a '^Cpn-MaterioT Qreen QBost, or (BansBee, 
wanderiny tBe tunneCs. you'CC need t^ sped you Beamed on tBe 
previous BeveB to deoB xidtB tBis nastie. One of tBese secure rooms 
Bos txuo scroBBs teacBiny you Bow to create BotB a *\CayicaB SBieBd 
and a fPobon CBoud 

‘TBis BeveB oBso Bos tBree Bidden rooms BeBind idusionary tvads. 
‘fou can’t su tBe difference, But if you run into a toad and seem to 
pass riyBt tBrouyB, you’d Bazfe found one. *lBe items found in tBese 
Bidden rooms are nice But not essentioB. 

S\s youfiyBt your toay tBrouyB tBe tunneBs, you ’dfind a sBot on 
tBe toad acceptiny a coin and creatiny a ‘BBue dioBd in tBe corridor 
BeBind you tBat may stop some of tBe creatures. H toays Beyond 
tBere, you ’dfind a QoBden J^yBoBe in tBe toad toitB tBe inscription 
'SBortcut.' If you unBocB.it, you’BB discover a ‘Transporter di^Bd 
toBicB roid takf you past a Bot of tBis BeveB. ‘U.nfortunateBy, it toid 
oBso Bypass some vaBuaBBe items you couBd use, too. ‘WBen you ar- 
rive at tBe end of tBe SBortcut, you’d discover tBere ’s oBso a 'SBort- 
cut (BacB^ roBicB toid return you to tBe SBortcut. 

fPast tBe SBortcut, you yet into one of tBe more devious areas of 
tBis LeveB. Once you Beave tBe Barye room Beyond tBe SBortcut 
^acBi tun into more I(pcB.^onsters. If you try to retreat, you 
suddenly find a Band of Screamers Bos someBoto appeared ®£- 
9Bl9fp you. If you’re not yuicBi it could Be sandtiHcB time ayainl 
k In tBis area, BotB tBe KficB.iMlonsters and tBe Screamers toid reyen- 
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erate if you taBf too Bony yetHny tBrouyB Bere. ‘fou couBd Bounce^ 
Backhand fortB Bettveen tBem forever. If you can, try to yet past 
tBe fRjKB^i^Consters quickfy. Incidentady, one cf tBe Bidden rooms 
is in tBis area. 

*WBen you yet past tBe Kpek^Monsters, tBere is a Barye room 
zoitB severaB yroups cfiPurpBe ‘H^orms. ‘TBreno ruBatever you Bave 
at tBem; Bit tBem xiHtB doors; and, finaBBy, retreat Before tBem. 
‘Don’t yo too far Back.oryou may find ^Rpckjhdonsters at your Back! 
‘TBis Barye room is tuBere tBe ^Purple ‘Worms tiHd reycnerate if you 
yive tBem enouyB time, too. 

Just Beyond tBe Barye room is tBe 'Screamer Kpyeneration 
fRpom', tvBicB may Be oBout tBe onBy redeeminy factor cf tBis entire 
LeveB. ‘TBere is a room toitB an iron yrate door tvBere Screamers 
can Be found. If you kid tBem ad and yo out (f tBe room, you ’d 
Bear tBe door cBose as you move atvay. if you yo Back.to su xoBat’s 
Bappeniny, you ’BB see more Screamers tBere. fou can kfcp yoiny 
Backhand kiBBiny Screamers for as Bony as you ’d Bikf. ‘TBis raid yive 
you an unBimited source of Screamer SBices for food. But it oBso 
yives you a tvondetfuB opportunity to yive your tveakfr CBampions 
somefaiHy safe comBat experienu. fou can put your ‘Wizards and 
(Priests in tBe front rotv. Band tBem some stvords, and Bet tBem Back, 
atvay at Screamers untiB tBey yain a few fiyBter BeveBs. 

It ’s also a yood opportunity to advanu in Ofinja BeveBs By yoiny 
into tBe room unarmed and usiny tBe JQck.and (PuncB options. If 
you want, your fiyBters can practiu mayic on tBe Screamers too. It 
may takf a Bot of time. But it reaBBy is wortB it. If anyone yets 
injured in tBe fiyBts witB tBe Senamers, you can always fust cBose 
tBe door and sBeep riyBt in tBe J^yeneration (Rpom. ‘TBe Screamers 
won’t reappear untU you Beave tBe room and Ti/aBkJdr enouyB for 
tBe door to cBose BeBind you. 

Just Beyond tBe Screamer (Rpyeneration (Rpom is anotBer of tBe 
Bidden rooms; tBen you ’BB come out in tBe '(Prisoner' area. Hn 
inscription on tBe wad Bids you Beave Bim oBone, But if you Book. 


cartfuOy across tfU pit to vffure He is imprisonetC yoti’CC notUe He is 
HoCding afCoorpCate cCosetC. If you. go on Beyond Him and BreaH^ 
your tuay tHrougH anotHer v/ooden door, you'd £scover tHe stamvay 
doziM to tHe wfct CcveC is Barred By an iron grate door. *lHe only 
v/ay to open tHe door is to release tHe floorpCate under tHe Ihdummy, 
and tHere 's only one tuay to do tHat. Once you've tak§n care of tHe 
'(Prisoner," you'd Hear tHe rattle <f an iron grate door opening. But 
you 'd also see a nezv inscription saying you 'd regret zoHat youjust^ 
did. you no douBt *WILL tvHen tHe Hordes cf (Purple Worms re- 
leased tvHen tHe door opened reacH you! (Here 's a Hint to maHg tHis 
part a little easier on your CHampions: (DispatcH tHe (Prisoner 
(B‘EyO(R^ you Brea f tHe wooden door. *lHe door H§eps tHe Worms 
from getting to you, and you can picl^off sorne of tHem across tHe 
(Pit witH arrows or yireBads. It 'd Be a long process, and you '11 
Have to go in and mop up tHe last few Worms, But it 'd Help. 

9{p matter wHat else tHe (Dungeon may place in your patH, no 
matter How nasty tHe remaining monsters may Be, notHing xoiU Be 
quite as Bad as Having to learn to deal witH tHis level. WHen 
tHings get rougH, just say, 'I survived tHe (Purple Worms!' 
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LeveC - treasure Stores 


mis L*EVEL is anotHer set of puzzle rooms. But noul'\ 
tHe puzzles are a lot more difficult and tHe monsters are 
a lot more deaidy! 

If you go past tHe first BrancHing corridor and turn left into tHe 
second one, you'd find a set of stairs going Back-up to Level dour. 
(Press tHe Button on tHe road at tHe top of tHe stairs, and a Hidden 
door will open. (THen you '11 find tHat you 're just down tHe Had 
from tHe Screamer (kggeneration room. 

iHese new stairs form part of a 'sHortcut' Backfrom tHe lower 
levels of tHe Dungeon to tHis unlimited food supply. ((Rfod tHe 
section on dood in tHe general (Hints for a Better way tHougH.) 

you 'd meet two new monsters on tHis level. *THe first is gener- 
ady wandering around in tHe main Hadway near tHe stairs or in tHe 
large central room. It 's a tall green celery stalky kind of tHing, 
ratHer likf a malevolent QumBy or a (Rjfper from dS(R^!HoBBies' 
(Dungeons and Dragons. It tHrows direBalls at you from a dis- 
tance, and its sting is poisonous. (Try to Hit it witH your own dire- 
Balls Before it gets witHin stinging range. dHe second monster is 
inside some of tHe rooms and looks "tfcry mucH Uks a dlyii^ (Rattle- 
snakg. It's *l^(Ry fast, and its Bite is poisonous. But fortunately, it 
can Be kfded zvitH a single difcBad, if you're fast enougH. 

dHe large central room on tHis level Has four doors radiating 
from it; we d takf tHem in clockpise order from tHe entrance. (Most 
of tHe puzzles in tHese rooms require you to find a certain pattern 
of movement or Button-pusHing. 

dHe first room Has many pits in tHe floor, opening and closing 
as you step on tHe solid floor sections. dHere are openings from tHis 
room to the left and tHe rigHt of tHe far tuad. you'd Have to exper- 
iment to discover tHe pattern of movement Here. (Be careful Because 
dlying (Bfittlesnakgs may attack.at any time - don't accidentady 
Backjup into a pit! 

dHe area to tHe rigHt contains some interesting, oltHougH not 
essential, items and a (Poison Stalk^monster. To tHe left is a tziHst- 
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ing corridor. Close to tHe dead-end at tfie Beginning of tins corridor 
are two Bidden rooms. *TBis time the idusionary wads concealing 
tBem Bave some very or£nary-CooBing wadjhctures. ^urtBer down 
tBis corridor you 'd find two magical potions. *To find out wBat 
tBey do you can eitBer Bave one of your CBampions dnnB,tBem and 
see wBat Bappens, or consult tBe sped list to su if you configure 
tBem out. LucBfy, notBing you can drinB.in tBe dhmgeon vHd Be 
Barmful or poisonous to you. 

*lBere is a 'spinner' field in tBis Badway turning you down a 
side corridor wBicB can Be ratBer confusing. If you're stid carrying 
tBe compass, you d see tBe needk cBange, even tBougB it looBg li^ 
you’re walking straigBt. ^t tBe end of tBis corridor is a stairway 
into tBe room under tBe fPits in tBe main room of tBis puzzle and a 
Button opening tBe secret door Back^to tBe Beginning of Level Oive. 

(Dozt/n tBese stairs to tBe room under tBe pits, you 'd run into 
wBat is actually a Level Size monster, wBicB is appropriate, since 
you 'd actuady Be Level Siz(. *TBis is a Skeleton, zvitB aflasB- 

ing sword and a Blood red sBield. Sk§letons can Be kided fairly eas- 
ily, But tBey can cause great damage witB tBeir swords and tBey 
move quickly. 

*lBe second room on Level d^ive is a large, open, sumingly end- 
less area. If you walk, toward tBe far wad for awBile, tBen turn 
around to cBeckt you'd discover you’zfe Barely moved away from tBe 
near wad. CBeck,along tBe wads you CUdCget to, and you’d find 
a Button. ^Press it and try to get to tBe far wad again, dry going 
tBe long way around, fodowing tBe wads. Once you get into tBe 
Badway on tBe otBer side of tBis room, takf it carefully, tBere are 
d^png !kg.ttlesnak§s in Bere, too. 

dBe tBird room on tBis level requires you to find tBe proper com- 
Bination of wad svHtcBes to open a Bidden door. (Pressing some cf 
tBe sxoitcBes wid move Blocks <f uw/T to reveal otBer sufitcBes. 
If it seems notBing Bappens, try ez(amining tBe otBer side of tBe 
room Because tBat 's wBere your efforts tuill sBow up. dBere are 
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four wad Buttons involved in tBe puzzle, and afiftB one in 
Bidden alcove appears wBen you get tBe comBination rigBt. *. 
last Button wid open a Bidden door into anotBer smad room. (Be 
ready tofigBt tBe monster guartGng tBe tBings in tBerel 

dBis tBird room also Bos anotBer oreafurtBer down tBe Badway 
introducing you to tBe necessity qfsearcBing ezcfremely carefudy. 
you'd find tBe Bidden switcBes are Becoming very tiny indeed! 

d^fourtB room is filled witB dransporter yields, and is e:cr 
tremely difficult. *lBere is a patB taking you tBrougB tBe room to 
tBe tunnel on tBe otBer side. But one false step and you’re transpor- 
ted Back, ^ wBere you started you 'd find an item necessary on tBe 
nez(t level in tBe main part of tBis room. But fortunately, tBe items 
found in tBe area Beyond tBe room aren't essential, and you can go 
on witBout Barfing to solve tBe puzzle if you decide not to spend 
tBe time on it. 

dBe stairs to tBe nez(t level lie furtBer doton tBe main Badway 
outside tBe (Treasure Stores room, you may run into some more ^ 
die green Stalk,monsters, But otBer tBan tBat, tBe way is open. 
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LeveC SiK. " ^ ^dtCCe ^om 


ffiE ^i(yr*B{Eh(Q youU encounter on LeveCSifi is tde 
^Rj£dU !Rj>om. *To open tfie door and enter tfie rest of this 
UveCt you must first anstoer four riddCes. *To anstoer a 
ridtUe, place the object the riddU on the ruaU describes into the 
niche. If your anszuer is correct, youU hear a ’dkhf Sictually, you 
only need to anstuer three cf the riddles to open the door. Qettiny 
all four correct tiHU reufard you vHth a bonus. sure to looli 
around the room b^ore you Uaoel 

*Ihe anszuers to most cf the riddles are not too hard if you thinh^ 
cf them in terms of items you should have vfith you. *Ihru <f them 
vMl be items you found on £,evel ^ive, and the last roas from L,ev^ 
y^our. ^on't be reluctant to use this hist one, even if it appears to 
be essential to the party, because you can ta^ it bacfionce the door 
is open. 

Leaving the ^^jddle ^Rpom, you’ll encounter three more puzzle 
rooms, taking them from the far right to left, first you’ll find a 
room at the end of the corridor xvhich contains a nezv monster, the 
floating T^yebaOs’ or beholders. *lhese unblinking orbs vM attack, 
you vfith fireballs. *li^hen the pupils of the eyes turn red, (DZICIK/ 
Once you’tfe kfded the ^Beholders in this room, you d find inside 
a {Pit, an iron grate door, three floorplates and a lever on the vfod. 
m^hen you step on the first plate, the grate door opens, but vfhen 
you appproach the door and step on the second plate, the door 
closes b^ore you can get through. If you pull the lever in the vfod, 
a ^Transporter Hield appears behind you, vfhich transports you to 
the alcove across the pit, on top <f the third floorplate. {Pushing a 
button in the tifall closes the pit, adovfing you back.into the room 
by the main doorvfay, but the iron grate door closes as soon as you 
step on the second floorplate again. The secret is to see vfhat 
happens vfhen something other than yourself gets transported 

The nef(t room once again requires you to find the proper com- 
bination cf pressing vfoll svfitches to open a hidden door. {Be sure 
to stop and ef(amine the room as you try different combinations. 



The last room along the hadvfayfrom the {Rjddle {Rjfom is th£\ 
'{iQng {hdilias’ room. Jin inscr^tion teds you die {IQng stid lusts for 
gold so the solution is to find a vfoy to give the {King vfhat he 
vfonts. Tou brought some gold from the {kjdtQe Kpom, didn’t you? 

Using the k§ys you found in these rooms, you can novf unlock, 
the doors further along the corridor, and come to the place where 
there are messages engraved on the walls. The corridor splits two 
ways at this point, and, if you takf the righthand hadway, you’d 
end up in a large area divided vfith blocks, encountering both 
Skeletons and {Befudders. 

In this large area, there are three hidden rooms. Two cf them 
are fairly easy to get into, but the third can be tricky. There is a 
tiny floorplate opening a section of wad, but the wad closes btfon 
you can run over there. {Placing objects on the floor does no good 
because the plate is so tiny. To get into that room, you d have to 
lure something onto that plate and find some way to mal^ it stay 
there. {h(pw would be a good time to investigate what those 
"Magical {Bof^' you’ve been finding wid do. 

Qoing back.to where die corridor splits, takf the lefthand hod- 
way this time. {By now, you ’ve probably stopped investigating the 
drains, hooks (tnd rings on the wads of the {Dungeon, Coming up 
Very soon is an area where you should ej^andne everything very care- 
fu^, or you may miss something very important. Si hidden switch 
is disguised as something e\trememly common, and it’s easy to over- 
looks Tar dovfn this hidden corridor is a hidden door which revecds 
one cfthe two *l?orpal {Blades you ’d need to fight the 'non-materiaC 
creatures further down in the {Dut^eon. 

Soon after you pass this area, you’d step on a floorplate closing 
die door behind you, and you’d find none <fthe kgys you have vfith 
you wid open the door in front cf you. The only way out of this 
trap is to your left, through a bOnking Transporter Tidd Tou can 
su a closed door beyond the field, the your magic to open this 
door, then time your movement to the blinking cfthe field and run 


tHrougfi to tfie ttoor. S(fmetn6er your party shouttCn 't Be ooerCoaded 
so tfUy run as quickfy as tfiey can. If necessary, tlrop equipment to 
QgBten tBe load. O^ouU Be oBCe to recover anytfiinp you need to put 
doiim. (Don 't run too far Because you U discover onotBer *Transpor- 
ter tfieCd Beyond tBe door. (Pause in tBe doortvay to yet tBe timiny 
of tBe second field, tBen run tBrouyB into tBe room Beyond. (Here 
you Ufind tBe Bgy tBat xuiCC kt you proceed Beyond tBe CocBfd door. 

yust past tBat door is onotBer of tBe (Dunyeons tricBy puzzks. 
H corridor xvitB an invisiBk (Transporter invites you to ^est your 
StrenytB.' Qo a v/ay Beyond tBis area and peeB^tBrouyB a cCosed 
iron yrate door tBat Bos no oBvious means of openiny it. *TBen 
return and try tBroziHny sometBiny dcnvn tBat ^est' corridor. dBere 
xifon’t Be any oBvious siyn, But if you yo Back^dtnvn tBe main corri- 
dor, you may find you W passed tBe test after ad! 

(iBe main corridor vnd dead-end in afairCy Carye room ivitB otdy 
a torcB in it, so come Backhand tak§ tBe side corridor tBat BrancBes 
cff BacficCoser to tBe \Test your StrenytB' area. 9{pt too far Be- 
yond is a u/adstiHtcB openiny a Bidden door into tBe area under tBe 
LeveC (five pits. (Beyond tBere is a room vdtB a (Transporter yield 
takiny you past a series of corridors filled vHtB (BeBoCders. ‘Unfor- 
tunately, it vHd also tak§ you past tBe second *Uorpal Blade, so you 
miyBt zuant to skip takiny tBe transporter tBis time. 

(Back.to tBe BrancB of tBe tunnel and Beyond, you'll enter 
tBe land of tBe (BeBolders. Be ready xoitB your yireBads, and any 
kmy-dstance tueapons you may Bave. 

(Dou/n tBe lony corridors and to tBe kft dotvn anotBer long cor- 
ridor, you’d find tBe second ‘Uorpal Blade. ‘iBen Back,ayain to tBe 
area zuBicB contains tBe second (Transporter yield, you 'Ufind a 
door xuitB a small floorplate and a kver in tBe tuad. By non/ you 
sBoutd Be aSk to move yuickly to tBe door and tBrouyB Before tBe 
door closes ayain. Be ready tBouyB, Because openiny tBe door n/itt 
release tBe Qiant *Wasps inside. In tBis room youUfind a x/aluaBk 
k weapon and some Bandy supplies. 
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yBere are two doors on tBis kvel wBicB can Be opened witB tBe % 
'Bonus' kfy n/BicB you found in tBe (Ridtde (Rj/om if you ansn/ered 
ad four of tBe riddks. you Bave to cBoose wBicB you want to open 
Because tBere is only one kgyl If you learned a sped to look^tBrouyB 
doors and wads, you can cBecf^eacB of tBe rooms Before you cBoose. 
AnotBer trickjs to save tBe yame at tBis point, yo in and open one 
door, tBen restart tBe yame and open tBe otBer one to find out 
vdiat's in BotB oftBem. 

yinady, down anotBer lony corridor, you U come to a room witB 
a sinyk pit and anotBer item of armor. Contimiiny on, you'd come 
to t/ie stairs down to Level Seven. (RjyBt at tBe stairs, you'd also 
find anotBer Altar cf ‘Ul wBicB you sBould recoynize By now as an 
omen cf wBat 's to cornel 
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LeveC Seven ~~ ^omB of tHe ^irestaff 


!HXS IS ^ very important UveC, but you’d JiiuC mast cf it 
is cCostd to you at first. If you use tbe !Kpy you've 
Bun giuirding to open tBe sBimmering door, you can only 
go a CittU way Before Being stopped By anotBer door. CBec^on tBe 
wad for a switcB that wid revecd a scrod teding you to go deeper 
into tfU d>ungeon to find tHe rest cftBe Bgys. 

Qoing BacB, vear tfU stairs, you 'd fink two scroCCs. One teds 
you Bow to maBf direBads and a dire SBUCd, and tBe otBer teds 
Bow to cast LigBt and (DarBpess. Just Beyond are tBe stairs down 
to LeveC TJgBt. 

dBings get a CittCe compCicated Because you need to traveC deep 
into die (Dungeon B^ore you can return and complete tBis LeveC. It 
migBt Be a good idea to sBip to LeveC (EigBt Before reading about 
tBe rest cf tBis LeveC. 

Once you've recovered ad tBe 9^ys from tBe otBer LeveCs 

and gotten tBe (^Caster (Key from LeveC 12, you’re ready to go BacK 
into LeveC Seven 

Using your (RJ\. (Kpys, open tBe sBimmering doors BCocBptg your 
passage, tBen procud on down tBe Cong corridor into tBe area witB 
four identicaC doors. Qoing past tBese doors witB turyuoise CocBg, 
you’d come to tBe *Wizard’s worB§Bop. dBere’s a warning about 
die power contained zvitBin, engraved on tBe wad ne}(t to die door. 
iBe (RjiBy Bfy wiCC admit you to tHe work§Bop, wBere you ’dftnd 
many scroCCs Ceft By tBe Wizard to BeCp you discover tBe true good 
(f your quest. WBiCe written in an obscure fasBion, tBe scrods give 
dues to wBat you do witB tBe Jirestaff onu you find it. 

durtBer into tBe worB§Bop, you find aCcoves witB suppBes and 
a cCosed door . Opening tBe door, you discover a room xvitB anotBer 
scrod and a pile of asBes in a nicBe. Investigate tBe asBes to find 
sometBing vaCtudU. tBe nicBe CookJ^or a Button leading to 

a Bidden room witB more scrods and anotBer important Bgy. 

Us you go BacKinto tde work§Bop, e?(amine tBe wad for an- 
otBer tiny Button. *TBis vHd open a secret door out of tBe worB: 
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sBop, Ceading to a Bidden staircase tBat tuid taB§ you (Grutfy dortnC 
to tBe (DarB,Lord’s CeveC. doe now tBougB, if you go BacB.out into 
tBe main corridor of tBis CeveC, you can invutigate tBe durquoise 
doors. Onu again, it ’s a case of four doors and onCy one Bgy. Some 
of tBe items are more vaCuaBCe tBan otBers, so cBoose tiHseCy, tBen 
open one cftBe doors and claim your goodies. 

drom tBere you can go down tBe open Badzvays Ceading off tBe 
main corridor. (Dorvn one, you ’d come to a sBimmering door wBicB 
can’t Be opened. If you peeftBrougB it, you’CCsu tBe dieestaff 
Cying in its tomb. Down tBe otBer BaCCtuay is a sBimmering door 
tBat (DOLS open, to reveaC tBis CeveC’s particular Brand of monster, 
tBe Stone QoCems. *TBese are Qiant creatures wielding Buge stone 
dubs. dBey are very slow and don’t Bit you often. But wBen tBey 
do, you wisB tBey Badn’tl It’d taBf many top UveC dieeBaCCs and 
LigBtning speds to Bid tBese creatures. If you Bave any dtetze 
Life cBarges or Bo)(es Ceft, you canfruze tBese giants in tBe door- 
way wBiCe BotB you and tBe door Bang away at tBem. dv>'tunateCy, 
wBen you Bid tBe first Stone Qolem, you ’dfind a Qrun Magical 
(Bofc to BeCp you toBg care of tBe SLCOOCfl BeBind tBe ne)(t sBim- 
mering door. Softer defeating tBis second giant, youd find two use- 
ful potions and one of tBe Best weapons in tBe entire game. 

iBis only leaves getting tBe d^^^teff itself for tBis Cevd. (Be- 
fore you go in after it, maBf sure you ^ve ad tBe equipment you 
tBinB,you ’re CiBfCy to nudfor tBe rest cf tBe game. Qet rid of tBe 
'wimpy'’ weapons CiBf poison darts and tBrowing stars if you Bave 
not already done so. dBase wid Be CiBf mosquito Bites to tBe crea- 
tures you ’re about to meet! (Be sure you Bave plenty of food and 
water, and toBf as many coins as you can. Once you energize tBe 
direstaff xoitB tBe (Power Qem, ad tBe levels above tBe Dar^Lord’s 
Levd 13 tuid Be sealed off, so you Bave to Bave everytBing you’re 
gdng to need to complete tBe game! 

(Rf turning to tBe main corridor, you find one Cast sBimmering 
door witB a BfyBoCe for a (RJi Bfy> Sifter opening it witB tBe Bfy 
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you found in tfU 'Hazards roorl(slwp, you'd find yours^f in a series 
cfCong, tvHsiing corridors. Jit tHe center of tHe LeveC Res tfie fire- 
staff, guarded By a pair cf Stone Qokms. *Ttiey won't attacl^you 
untd you ta^ tBe firestaff, so open tHe door to tBe *Tom6 of tfie 
firestaff, rusB in, ta^ it and get out fJlSTl fou don 't have to 
kfd tBe Qotems, and they are so sCow they d never catcB you as Cong 
as you don 't get tost. nUe Cast tBing you want to do is get sand- 
wicBed SetTMcn tBose Buge stone cCuBs of tBeirsi 

fou can run BacBiout to tBe main corridor xvitB tBe firestajf, 
and into tBe Wizard's worB§Bop, secure in tBe kluywCedge tBe QoC- 
ems won't Be aBCe to catcB you. If you Bave any reason to return 
to tBis CeveC tBougB, you'd Better fcgep a sBarp watcBfor tBemI 
from tBe Wizard's worB§Bop, you can go out tBe secret pas- 
sageway to tBe Ceft cf tBe far wad from tBe entrance, before you 
go too far down tBe Cong passageway, spend some time cCoseCy e?^- 
amining tBe wads for a tiny Button. WBen you find it, retrace 
your steps to tBe Bidden room, and get tBe Winged J^y wBicB ztHd 
open tBe door at tBe Bottom of tBe 'SB$Ceton !Key Stairs’. 

fProceedity on aCong tBe Cong corridor from tBe worB^Bop, you 
pass tBrougB a Roger room, and stop at a sBimmering door, fou'd 
Bave tofigBt one Cast Stone QoCem Before you can Ceave tBis CeveC 
Jit tBe end of tBis tunneC is a stairway paradeUng tBe 'SBfCeton 
JKfy Stairs,' But opens onCy on LeveC 13, tBe Darf^Lord's LeveC. 
WatcB as you decend Because tBere is a Bidden door cross-connec- 
ting to tBe 'SBfCeton 7Cfy Stairs' adowing you BacB.into tBe LeveCs 
BeCow LeveC ‘EigBt. 

fou won't Be ready tofigBt tBe dJark^Lord yet, so tBe Best 
course of action is to sBip LeveC 13 and proceed down tBe 'SBfCeton 
JKey Stairs' to LeveC 14. just Ciff stepping into a Transporter 
fiefd, zooooom oBead to tBe section on LeveC 141 


LeveC -- CTHe Sirena 

9(IS LJUI^QT, area is one of tBe most confusin^% 

and deadCy areas you 'CC encounter, and is proBaBCy tBe 
most devious trap in tBe (Dungeon. Ofpt onCy is tBis area 
popuCated By Bands of deatdy monsters. But tBere is a continuaC 
Barrage of fireBaCCs, seemingCy from every direction, (ffpw you 
Iq}OW wBy tBere zvas an SlCtar ofVl Bac^on LeveC Silf 

TBere 's onCy one new creature Bere, But Be's a very annoying 
one. TBe CittCe giggCing TBief steals tBings rigBt out of your (Rfody 
Band and disappears xoitB tBem. (He won't infure your party, But 
Be migBt steal sometBing important, and you'd Bave to cBase Bim to 
get it BacBi and running around on tBis LeveC couCd Be dangerous! 

If you don 't BoCd any tBing in your cBaracters ' Kfody Bands 
wBiCe you're on tBis LeveC, tBe TBief won't Be aBCe to steal any- 
tBing and wiCCjust stand around giggCing untU you wBack^Bim 
witB a sword, or roast Bim witB a Cow- CeveC fireBad. 

TBe otBer creatures on tBis LeveC are roving Bands of SkfCetotis, 
dummies and (BansBees. SBgCetons and (hdummies are BandCed witB 
normaC weapons or fireBaCCs, But tBe (BansBees can 't Be Bit xvitB 
ordinary weapons. To kfiC tBese "dCpn-MateriaC (Beings, ' you 'd 
eitBer need to use a magical sped or a special tveapon. Some Staffs 
Bave a Tyispef function wBicB wid tBem, But tBe Best answer 
is to use t^ Vorp(d (BCades. TBese magicaC weapons Bit creatures 
tBat normaC weapons just pass tBrougB doing no Barm. 

H good BattCe tecBniyue, wBicB wouCd Be useful Bere if not for 
tBe TBieves, is to k§ep your ^orpaC Swords in your '(Rfody' Bands, 
wBiCe your normaC zveapons are in your 'Jlction' Bands. TBis makgs 
it easy to switcB zveapons, depending on wBat creature is attacking 
you. On tBis LeveC tBougB, you don't want to Bave anytBing in 
your "(Bgady' Bands to av^ Booing tBose items stoCen. Jl good soC- 
ution to tBis proBCem is to Bave tBe CBampions in tBe Back,BoCd tBe 
VorpaC (BCades in tBeir 'Jlction Bands. Tven tBougB tBey won't Be 
aBCe to use tBem in BattCe, you can easiCy e?ccBange tBem for tBe 
zveapons tBe front two CBampions are BoCding if tBe party is at- 
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tacf^d By a (Bansfiee. flBis tecBmquc requires tHe party supply Gy fit 
By magic, and not By a torcB. If a *Tfiief steals tHe torcB out of 
your Ufody Band, tBings could get aufudy darf^avfuGy quicBfyl 

HlandGng tBe monsters on tBis LeveC is only BaCf tBe BattCe. 
you U need to find a way to controC tBe Barrage of JireBaUs to sur- 
vive Cong enougB to ejq>Core tBis LeveC. map cf tBe Levd zviCC re- 
veal tBe devious trap of tBe CfireBads, But even zvitBout a map, you 
sBouCd notice tBe ^Cue ffi^ds on tBis LeveC aren’t transporters. But 
'Spinners' turning anytBing entering tBem By 90 degrees. If you 
can turn off tBe first Spinner, you Breath tBe cBain By wBicB tBe 
yireBaCCs criss-cross tBe open areas. *Try ef^pCoring tBe zvaCCs to tBe 
9^>rtB of tBe stairway you enter tBis LeveC from. 

because tBis LeveC is mostCy one Carge room, it is very easy to 
get disoriented. *TBis is especiaCCy trouBCesome wBen your party is 
BadCy injured and you need to run Back-up tBe stairs to LeveC 
Seven to rest! *To BeCp you find tBe stairs more easily, you can use 
tBe oCd '^Hansel and QreteC trick,<f leaving a trail on tBe floor. Use 
old scrolls, swords and sBieCds from SkfCetons you’ve killed, any- 
tBing Bandy. Start at tBe stairs and drop items out into tBe middle 
of tBe room, tBen wBen you’re Being cBased By ^ansBees and Mum- 
mies, you can find your way Back^By following tBe trail. 

iBere are quite a few Bidden doors and rooms along tBe edges of 
tBis room witB many valuaBle items, so Be careful in your searcB. 
iBere is one particularly difficult area down a long corridor wBicB 
seems to go forever. ‘Try stopping and turning around every few 
steps to see if anytBing is Happening BeBind you, and count your 
steps. O^ou run into some nasty Skeletons, But tBe reward is wortB 
tBe danger. 

In tBe sBort corridor wBicB sBoots tBe ffireBalls, you’ll discover 
a CBest. Qet it and get out quickly Because tBe ffireBaUs wid con- 
tinue to Be fired at intervals, even if tBey’re not Being reflected any 
longer. Inside tBe cBest is tBe first of tBe Skfloton 9^ys. ‘TBese 
k§ys tvill open a Bidden door on eacB level down from Bere, and 
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give access to an ‘Ejqness Stairway Betwun levels. TBese 'Skfidto^ 
IKfy Stairs xvill aUow you to quickfy Bypass tBe otBer levels, and 
return to Level (EigBt. Trom tBere, you can get Back,to Level 
Seven and use tBe Screamer SBortcut to get Back.to tBe food suppfy. 
TBe k§yBolesfor tBe 'Skflcton ‘Kfys'wUl Be oBvious. 

To enter tBe corridor wBere tBe Skfleton T^py can Be used, you ’ll 
first Baxfe to find tBe Solid Tlgy out in tBe open in tBe Sirena, near 
a round grating. Try to k§ep tBe level <f illumination BigB on tins 
Level, Because you could easily miss tBis kgy otBerwise. 

*WBen you find tBe plau on tBe tvall to use tBe Skfkton 9^ a 
section <f tBe waU will open and give you access to tBe ‘Eiipress 
Stairway, you can go down tBese stairs all tBe xvay to tBe Bottom 
Level <f tBe (Dungeon, But you won’t Be aSle to get out to any cf 
tBe Levels. TBe doors to tBe stairs are onlq opened By finding tBe 
Skskton J(fy on eacB Level and opening it from inside tBe Level. 

Tor now, just return to tBe normal stairs down to tBe nes(t 
Level, near tBe top of tBe Skfkton (K^y Stairs. (Be well resud and 
BealtBy Before you proceed! 
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LeveC -- CZIfte Levet 



9(E tfUs UvcC ttCCs it (UC. •WdiU tfUre are 

severaC new monsters introduced on tfiis CeveC, the worst 
of them are the giant Unfits. *Ihey are eKtremeCy tough 
and quite nasty. It 7T takf several highest CeveC yirehaHs to roast 
one, then you'U find out just where aCC those 'Ttrumstick§’ you've 
been eating come from! 

Sis you deund the stairs from Level Light, you 'CC be in afairCy 
smaCC area of tunneCs with no apparent way out. 'There are !Rfits 
there, so be prepared to fight! Luchjly, there 's a room xuith a cCose- 
abCe door to recuperate if necessary. In this room is a scroCC teach- 
ing you to throw Lightning LoCts. It might be good to spend some 
time practicing the sped until your iSlagic 'Users can cast it rehabCy. 

Searching the walls in the smalC area of corridors you 're in, you 
find a tunnel zvith a riddle inscribed on the wall, ashing ''When is a 
Rpchinot a !Rpchf 'lhinh,about what the riddle is writun on and 
what you could do if it ready wasn't there, if it was an illusion in- 
stead. 'Then 'bump your head" in the area until you find a way out 
(f the tunnel. 

On the other side, if you turn left, you eventuady run into a 
dead-end, 'There is a hidden room with the button very xved hidden 
nearby. !Rfmember to watch for the tiniest details! In this area, 
you'd run into the ncj(t of the new creatures on this Level, a dttle 
hooded "'Wizard.' 'These little people zt/i/T attach^you with magical 
spells but are fairly easy to hid. 

Last where you entered this corridor, you ’ll suddenly find 
yourself turned around and heading bach,the way you just came. If 
you stid have your compass, you’d see what's happening. If not, try 
throwing something and su what happens. In either case, the only 
Toay to get ahead is to proceed bachjvards. 

Uround the comer is a water fountain, the first one you've sun 
for several Levels. !Rffid your watershjns and flashy now if you 
nud to because it 's going to be a long dry trehi ^member you can 
always duch^out the 'Shfleton T^y Stairs' and dash bach.up if you 
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nud food or tvater, but it savu time if you can carry enough wUfl^ 
you. 

'fou 'd be running into the third new monster about now, a 
strange crustauan-lihf creature. Jivoid its sting, but it shouldn't 
be too hard to hjfl. 

'There 's a hidden room near the top of a large open area which 
contains a very valuable vjeapon, even though it may not lool^lihg 
one when you su it. 'The StormiRjng raid be useful later on, so try 
to conserve its limited charges if you can. just past this area is an- 
other cf the Dungeon 's tricRy puzzles. 'This one wid require a lot 
of stair climbing to solve. O^ou 'd encounter a closed iron grate door 
■with a kver beside it and a chest behind it. Instead <f opening the 
door ad the lever does is to open a pit under the chest. 'The chest 
fads through and nothing else happens. If you bachfrach,a bit, 
you 'dfind a side corridor -with a closed door. Qoing down that cor- 
ridor, you 'll find a stairway going down, but only into a small 
room. In the room is the chest which fed through containing a 
Qrun Qem, and a scrod teding you to Lut the Qem 'SacR.' 

turning to the Level above, you 'dfind there is no way to 
open the iron grate door to put the Qem bacR. 'Esqfloring further, 
you 'd come to a stairway leading up. At the top of the stairs is a 
smad area tf tunnels containing a hidden room and a pit at the end 
of one corridor. If you were observant by the iron grate door you'd 
have notked a pit in the uiling directly over where the Qrun Qem 
nuds to be plaud. Llop! 

Lftuming down the stairs, you should now find the door open, 
just beyond the door there is a message on the wad, ''What 'Was 
Onu 'Underfoot, Is O^rw Overhead.' 'This is a very dangerous area 
buause just around the comer is a ■wide corridor zvith two rows of 
smad footplates on the floor. 'These trigger dkebad Cannons aimed 
down the corridor where you 're standing! 'y'ou can dodge from side 
to side, but because you 're mnning right into the cannons, you 're 
bound to get hit several times. 
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you can use JiresfiieU magic spells or tHe yiresdidd function of 
a magic v/and to protect your party a little, and there's one other 
thing you can try too. The floorp^tes, once triggered, can he held 
down and won't mahf the cannon fire again unless you step off 
and hacfon again. If you can throw some unwanted ohjects down 
the had, then duc^hacf Before the firehall hits, the floorplate the 
object lands on tuid he effectively deactivated. !ddve the weaffst 
of your Champions as Leader so the ohjects don't go too far. dor 
the closest floorplates you can Just drop something on them and run 
hacf around the comer. 

9lave your weapons ready Because it 's Ulgly you 2T have to fight 
when youfinady get to the other end of the corridor, your Cham- 
pions vHd prohahly he pretty weaf after ad this, so try to find a 
quiet comer to rest and heal diem. 

To the left of the direhad Cannons, you eventuady hit a dead- 
end, hut there are very valuahle things down this way. There 'd he 
a rope used to climB down into pits, which can come in handy, and 
some food. This is also where you 'dfind some Corhomite, a mater- 
ial with an interesting property. *E}(amine this item closely so you 
don't overload the character who has to carry it. behind a hidden 
door is a little Wizard who wid drop something interesting when 
you hfl him. ‘Be sure to listen carefudyl 

Bacfpast the ddohad Cannons, there is eventuady a closed 
door with a niche outside it. On the other side of the corridor is 
the message 'Lighter than a feather. ' To open the door, you must 
put something you have into the niche, something literady lighter 
than a feather. 

^RJght at the end of this Level, is a scrod telling you how to 
cast a sped to adow you to see through solid doors and wads and 
another H^y. Also, there 's one more water fountain right here. 
If you found the Skfleton J(py for this level, the hgyhole is on Be- 
yond the stairs down to the ne?(t Level. 
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£iCVeC *Ten •• Hffie Zoooom LeveC 


(PUZZLES STmy right at the foot of the stairs ii^ 
this Level. A message on the wad roams you to ^eroare 
!My Troisud 9lumor, The Deceiver, The Snafg.' Just out- 
side the short tunnel is a room divided roith Big Blocks. If yoa Just 
strikg off straight ahead, you'd discover there are invisible Trans- 
porters hetroun the Blocks sending you hack,to where you started. 

The clue to getting through this area isssss in the messssssage 
on the wad. The path you mustfodbw xoindsssss around the Blocks 
in a definite S'sssshape. Of course, to makp things more 
interesting, this area is ado populated By ‘Beholders, so you 'd have 
to Be careful about retreating, you could easily Backjup into one of 
the invisible Transporters and get zapped Back.to the Beginning. 

Once you get through the Blockst you 'd Be presented zvith two 
doors, one kgy and a message inviting you to 'Choose A Door. ' 
9lere s a good pdee to find out what putting a coin in your 'Action 
ylaniT does Because either door wid do. Both doors eventuady lead 
to the same place, the only difference is the monsters you encounter 
along the way. Look^cartfudy Between tHe doors to find the k§y. 

you 'd have to find a kgy which unlocks door at the end of 

the twisting corridors, and then youd come to one <f the most fun 
areas <f the entire Dungeon! The Zoooom Bpooom has a series of 
floorplates transporting you around and around and around. To 
get off safely, turn your party to the right so you can count the 
number cf steps it takgs to go around once, then count (ff stq>s so 
you can Jump off at the e7(it into the nej(t corridor. If you're 
tempted to try Jumping (ff at the side ro<m zvith some objects in it. 

Be careful! If you miss and fad into the Transporter yield there, 
you 'd have to start this Level ad over! 

Once you 're past the Zoooom room, you 'll come to a door 
outside a large open room, ‘lichen you go through the door, you 'd 
have to fight your zvay along the zvad. ‘E!(amine the zuad carefudy. 
Because there is a valuable zueapon in a hidden room. There zvid Be 
a Veritable horde cf monsters waiting for you in the rest of this 
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room, But they won’t come forzoanC past a certain point, so you can 
faU Bacf^and rest if you nud to. lUis k-oeC vHU introduce you to 
tHe Scorpions, wBo are e?(tremeCy Bard to and Bave a poisonous 

stiny. you may Bave met one aCready xvBenyou 'CBose a (Door,' 
and tBere are a few in tBis area. But tBese are tBe 'weaB^sister' 
Scorpions. youU meet tBe troops Cater on in tBis LeveC. 

Jit tBe entranu to tBis Carye room, tBere ’s a Carye red cross- 
sBaped Button on tBe waCC. Later on, you’CC discover a matcBiny 
Button activatiny a Transporter Between tBe two areas. Qoiny on 
down tBe narrow corridor, you XC sudderdy discozfer tBis LeveC is in- 
fested witB TBieves, so tak^ die a pp rop r iate measures to insure tBey 
don’t steaC anytBiny. It’s yood to Bave one <f your party kfep a 
Cow-CeveC CfireBcdC ready just to deed witB tBese UttCe monsters. 

(Be e7(tremeCy oBservant in tBis area. Because tBere are some Bid- 
den rooms wBicB are opened By Buttons on tBe wads, you may 
Bave to do some BacC^ackiny to find out wBat a particular Button 
does. ^0, Be sure to cBeckfor Bidden rooms inside Bidden room! 

•Eventuady you’d come out to a fairly Carye area witB two open 
doors, you found wBere ad tBose Scorpions Bave Been cominy from! 
If you can, cCose tBe doors quickly and rest your party for tBe com- 
iny ef(ertion. TBe Scorpions reyenerate in tBe area BeBind tBe doors, 
so it ’s no use tryiny tofiyBt tBem. H Better cBoice is run tBrouyB 
tBeir domain as quickfy as you can, find tBe two doors on tBe otBer 
side wBicB are aCso standiny open and cCose tBem too. TBis is a 
•UE(Ry yood pCau to save tBe yame Before runniny tBis yauntCetl 

(Even if you do manaye to yet tBrouyB tBe Scorpion territory 
and cCose tBe doors on tBe far side, you’d proBoBCy find tBat some 
(f tBem Bave spiCCed out into tBe area Beyond. It ’d takf ad your 
mayic and tBen some on tBese creatures, so you need to find some- 
w^re to rest. TBere is no safe refuye in tBis area. (Rjin down tBe 
stairs to tBe ne}(t LeveC and rest to reyain your JKealtB. (kfsist tBe 
urye to yo esq)Coriny tBe new LeveC untU you’ve finisBed e^pCoriny 
k t^ rest cf die Scorpion LeveC. 
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WBen you’ve reyairud your strenytB, yo Back-up andsearcB 
any remaininy Scorpions and dead zvitB tBem. ffou may Bav 
ducfiBack.doum. tBe stairs a few times Before tBe corridors are ckar. 
Onu it’s safe to move around sCoady, eTpCore tBis area very careful- 
ly. Jl very vaCuaBCe toeapon is Bidden Bere as rved as tBe SkfCeton 
7 ^ for tBis LeveC and otBer items you ’d need. One room contains 
tBe Carye red cross-sBaped Button activatiny tBe Transporter 
zappiny you Backjpast tBe Scorpion’s Coir. 

^Unfortunately, after searcBiny didiyentCy, you’d discover tBe en- 
trance to tBe SkfCeton (f^y Stairs Cies Back^inside tBe area you 
slammed tBe doors on, and if you tvant to open tBe door to tBose 
stairs on tBis Level, you’d Bave to yo Backjn tBere. 

Once ayain, tBe twisted mayic cf tBe (Dunyeon presents itself, 
for tBe Scorpions Bave cBanyed into yroups cfieBoUers, wBicBpop 
into e^tence riyBt Before your eyes, as you try to makf your zvay 
Back^tBrouyB tBe closed- off area. (BeBoCders ^o Bave tBe unset- 
tCiny oBiUty to open die doors Between you and tBem! 

Sifter you’ve fouyBt your way tBrouyB to tBe SkfCcton (KpyBoCe, 
you Bave to return to tBe reyuCar stairway down to tBe rur(t Levd. 
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Level ‘Eleven ■■ ‘The Clockjtfise fHpom 


^CLS tofiat is proBoBCy tHe strany- 

est IPuzzU in tfU entire ^Dungeon. *Ifie circuCar tracks 
you find youTseCf in rufUn you decend tHe stairs fiom 
LeveCrTen cfuwyes as you move around and around tBe corridor. A 
message on tfie tvaCC teCCs you to ^um 'Back! and another simply 

says 'CCockjvise.' c -r 

qnere IS a path straight through this unusual maze, hut if you 

find it, you U never see where you ’re going. One (fi the messages on 
the walC gives a due. But it’s not the oBvious one, and it isn’t say- 
ing what you may think.it is. ^kfmemBer, many of the inscriptions 
on the wads were Ufi there By Lord Chaos to mislead you. Other- 
wise, you’d have to move forward and Backjoards, Both CCockp^e 
and CoanUrdocksuise to get out of this madness. ‘Different objects 
will appear in the comers of this room. But leave them (done to 
martyour progress or Cactof progress. ‘With few eK.ceptum, nom 
of these iums are very valuaBU. IKpep a sharp watch out for a kfy 
in one of the comers, though. One k§y wid open the iron grate 
door you’d find, and another wid utdockjyour passage out into the 
rest d this Levd. 

Once you’ve escaped from the CCockjvise ‘Rj>om, you ll find to 
your right a tong cor^or ending at a dosed door. Inside, you find 
the wadperforaud with ominous Cooking holes, and at the erd <f 
the tunnd, a niche with the ^mond ‘Edge' sword in it. ‘WeCconu 
to the Dungeon’s 'gas chamBer!' ‘When you pick.up the sword, 
trap is sprung. (Poison gas comes pouring out the holes in the walls 
and poison darts fire out the slots. If you turn and Blindly run 
Back.t<rwardthe door, it’s douBtfid your party wid survix^ to enjoy 
the sword! ‘The answer is that the trap is triggered By the presence 
of the sword, not By your party, ^ou can move safely as long as 
you’re not holding the sword. 

‘Back.past the exit from the Clockjoise (Rj>om, there s (t room 
with another magical Sword, ‘The 7ury. ‘Try to conserve its UmiUd 
charges for times when you ready need them. 



On further, you’d come to a dead-end. But if you pause around^ 
the comer from the end of the corridor, a hidden door raid open, re- 
veadng the Skglcton J^yfor this Level. 

(Back.an the main hadway, you ’d fight your way through to a 
set of three doors xvith only one 'Cross Tlpy' on the floor in front of 
them. Again it’s a case of 'let’s makf a deal.' Ad three doors even- 
tually lead to the same place. But each one conceals different groups 
cf monsters. Ofp matter which door you choose, you d run into this 
Level’s ruw creature, the ‘Water ‘Edemental. ‘This BloB-likf monster 
isn’t stopped By closed doors; it just oozes under them. One of the 
three doors is relatively safe; another one invites you to join the 
'CluB;' and the last one is a '(Hornet ’s 9fpst. ' In this case, a direct 
approach may Be Best. 

‘When you get through this area, kfep a watch for Buttons. 
‘There ’s a hidden room with most of a set <f Armor of Lyte, which 
your warriors could use if they’re strong enough to carry it. (Moving 
onward, you have to fight a smad swarm of ‘Wasps, and at the far 
end of the corridor, you’d find a use for all those coins you found 
on this Level and have Been dragging around from other Levels. 
‘The room at the end of the hadway is fided with Slot (Machines re- 
vealing some very interesting and useful items. Hor enough coins to 
open them ad, you may have to go through another 'Cross 9^y' 
room, But Be careful. 

V^ar this room, and near the stairs dozvn to the next level, is a 
wall hiding a pair of yBoots of Speed. ' It is worth Banging your 
head against the toad to find them. Down the corridor is the last 
puzzle on this Level, a very essential one. ‘The solution is some- 
thing Sherlock^Molmes would carry. (R^memBer how you solved the 
puzzle in the 'ChamBers of the guardian.' Once the hidden door is 
opened, step onto the floorplates. ‘They wid 'Zooom'you to a niche 
on the wad holdijig the 'kgy' to (IQwwleclge. 

‘The Skfleton (Kpyhok is in this area, so you can open the hidden 
door, then head Back^to the stairs down to the next Level 
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LeveC ^weCve - ^Tfie H(ni^lits LeveC 

0*11 9{Pl*D ^ Bit of rest on tBe Cast LeveC, noru it 's time 
to get nasty again! *Tfiis LeveC pits yon against tfiree 
nev) monsters -- tHorongBCy unpCeasant ones at that! 

Ay yon enter the Carge open room tCozon tBe corridor, yon'CC Bear 
tBe aU too famiCiar 'cCicCC as yon step on tBe fCoorpCate at tBe en- 
trance to tBe room. If yon tuander left, yon'CC Be OX. for a toBUe, 
Bnt if yon go rigBt, yon’U Ceam oBruptCy xoBat tBat 'cCicB^ meant. 

*WBen yon dofcdC tBrongB, not ICF Bnt yon'CC Bave to 

figBt your way past a Level *lBirteen creature, tBe ’’SCac^CFCame'' or 
Cfire *ECementaC. *Try a CfiresBieCd and use yonr *UorpaC *BCades. !Be 
carefuC Because tBese creatures come alive again! 

Once you're transported Back^to tBe entrance to tBat Carge room, 
rememBer tBings in tBe *Dnngeon are toggCed on and off By tBe same 
switcB or jCoorpCate if yon ruant to avoid a repeat performance. 

Off to tBe Ceft are two rooms witB cCosed doors and an open 
room witB a seaCed cBamBer in tBe center. *lBis cBamBer opens once 
yonpusB a Carge Bricfiin tBe W(^, Bnt tBat trigger isn't anywBere 
near Bere. you'd Bave to Coo f on. 

(Down a side corridor from tBe Carge room, yon'CC meet tBe first 
(f tBe nasty creatures on tBis CeveC. *lBese monsters, or "^ateriaC- 
izers,' start out as a Barely visiBCe Bad of BCue CigBt and tak§ sBape 
as a spagBetti-Cik§ mass of tentacles, tBen tBey 'd start to fade atvay 
again. *WatcB out Because tBey attacfwitB yireBaCCs and (Poison 
clouds. TBese nasties can only Be Bit By normal weapons wBen 
fnCCy materialized so use yonr *UorpaC *BCades on tBem. SiCso, Bit 
tBem xvitB several BigB-CeveC '*Weakfn d{pn-(MateriaI (Beings' speds 
to makg tBem easier to kid. TBese tBings vHd sometimes attacfin 
packs of four making surviving an encounter a little Bit tricky. 

A Button on tBe wad vHd open a Bidden door cdCowing access 
to some Cong corridors. At tBe end of one cf tBese is most <f a set 
of T>arc’ armor. (BacftBrougB a cCosed door, yon d come to a dead- 
end to tBe Ceft. If yon slowly turn around and oBserve carefndy, 
you 'd see a secret door open. TBere are some interesting items in 



tBis Bidden room, Bnt also tBe second cf tBe creatures on tBis LeveC 
tBe (KjdgBts. 

TBese XnigBts are magicady animated suits of armor wieCtdng a 
sword in eacB Band. *TBey can do e)(treme damage to yonr party 
and are quite difficult to kid. TBe Best way to deal zvitB tBese Be- 
BemotBs is retreat tBrongB a doorway, tBen use a magical Bo?c to 
freeze tBem under die door wBiCe you and tBe door Beat tBem sense- 
less. (Idt tBem zvitB TireBc^} Bit tBem zvitB LigBtning. Use tBe 
(Diamond *Edge sword and tBe (KardCCeave a7(e on tBem. It may 
tal^ sezferaC attacks to defeat tBem. 

ynrtBer dozvn tBe corridor, you 'd come to a dead-end and a 
wooden door yon can't get open. *lBe Button zvBicB opens tBis door 
is a consideraSCe way across tBis LeveC. If you find a large oBzHous 
Button in tBe wad wBicB doesn't seem to do anytBing, try coming 
Bacfto tBis room. TBe Sk§Ceton 7Cpy for tBis Level is inside, along 
zvitB some otBer items cf interest and two (hCO(R^ TQugBts! 

Qoing way Back.to tBe large centra! room and Beyond tBe room 
zvitB tBe Bidden pits, you'd find a room zvitB a large, oBvious loose 
Bricks (Press it, tBen return to tBe large central room. *TBe sealed 
cBamBer in tBe middle zvid Be open, and, not incidentady, tBere 'd Be 
anotBer XpigBt zvandering around, after dispatcBing tBe JQtigBt 
in tBis room, go Backiocross tBe room zvitB tBe pits and find tBe 
room lockfd By a Topaz Cocks TBe (fQtigBt in tBat room Bos some- 
tBing you'd need, so after k^ing Bim, sift tBrougB tBe zvreckgge. 

(Procudng down tBe corridors, open tBe door sBut By tBe *Emer- 
aCd lock, to find tBe Cast of tBe (RJl Xfys you 'd need. (Past tBat is 
tBe room zvitB tBe Button wBicB opens tBe locked room far Bacfon 
tBe OtBer side of tBis Level. 

after a fairly Cong wctO^ you 'd come into tBe realm of tBe tBird 
monster on tBis Level tBe Qiant Spiders. TBese can Be kfided zvitB 
BigB-Cevel Tv'eBalls, But there are a LOT cf tBem. J^ortunateCy, 
tBere is an ‘InvisiBle (Barrier' tBey won't come past. In tBis area 
^Bere'd also Be one last pair (fXnigBts to Be dealt zvitB. (Be care- 
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JuC not to end up 'sandtoicfud' Between Spiders wfUcB may Have 
wandered into side tunnelsl 

*WBen you ^fEhQiLLy dear tins area of Spiders, you come upon 
a corridor endny at a wooden door. In tfUs case, tHe term I^ESiD- 
end applies e?(tremely wed. ^Beyond tHat door is tHe Spider ^gen- 
eration Kpom. Inside are some interesting items including a pair of 
Boots of Speed, But notfung ad that mucB wortB dying for. Unless 
you're ef(tremely foolBardy or gung-Bo to ezferytIUng you see, 

tBis would Be one good area to just leave alone. If you get too 
dose to tBe door, tBe trap ztHd Be sprung, and tBe doors will fly 
(pen, reUasing a Horde cf idcy spiders. 

durtBer down the tunnel past tBe Spider Bjpom, tBere 's a Button 
wBicB ziHd wad off tBe Spiders By closing a Bidden door. But tBe 
large room just Beyond is populated By more (f tBe MateriaGzers. 

Upon leaving tBis room, you 'dfind a wad switcB opening tBe 
door in front But dosing a door BeBind you. tBat point on, 

tBere 's no retreating! ‘iBrougB tBe door Before you is a room witB a 
pit rotating around tBe floor, dime your move carefudy, and run 
BeBind tBe pit. If you miss and fad, you’d Have to figBt anotBer 
dire ^Elemental on Level iBirteen to get Bacf^ 

Just past tBe room zvitB tBe pit, you 'dfind tBe Master H^y in a 
nicBe in tBe toad. dBis is one cf tBe most important f§ys in tBe en- 
tire game, along witB tBe !Kpys. do tBe rigBt are tBe stairs to 
tBe neTCt Level; to die left is tBe tunnel to tBe SBskton !Kfy Stairs. 

(By now you sBoidd Have ad you need to go Badland complete 
tBe dd^^off Level, on Level Seven, so just igwve tBe stairs dozvn. 
Use tBe Skfleton 7!py Stairs to go (piicffy up to Level LigBt, and 
from tBere Backjip to Level Seven to recover tBe dv'tstaff. 
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LeveC *IfUrteen - *TfU IDarl^LariC 


90s IS W9lE9id ii (td comes togetBer; ad tBe practicinf^^ 
y<ni Ve done xoitB your figBting s^ds, ad tBe magic you 
kamed, ad tBe monsters you’ve fougBt and ad tBe puz- 
zles you ’ve Bad to solve. Bos Been preparing you for tBis moment. 

dBe (Evil side (f tBe Qrey Lord Bos enjoyed Bis freedom from 
^Balance and doesn’t intend to adow you to Bring Bim and tBe Qood 
side of your Master BacSitogetBer. Since you ’ve Been (^le to get 
tBis far tBrougB everytBing Be was oBle to tBrow at you, Be’d Bave 
to toB§ care of you personady! 

Sit tBis point, you sBoidd Bave already dealt witB tBe dSragon 
on Level dourteen and found BotB tBe direstaff and tBe (Power 
(Jem. If run, sBp tBis Level untdy<ni Bave tBeml 

*Be sure to Save tBe game Before you enter tBis Level. dBis is 
proBoBly tBe most dangerous area in tBe entire (Dungeon. It may 
taBf some time to finisB Bere, so Save often. Unfortunately, tBe 
Darf^Lord is not alone Bere. *iiHtB Bim on tBis Level are tBe (BhcB, 
dire Elementals and tBe last new creature, tBe (Demons. dBe dke 
Elementals don ’t move oB(mt, But tBey BI<KB^y<nir easy movement 
on tBis level. *l^BUe you ’re using tBe direstajf or Vorpa! (Blades on 
tBem, tBe Demons sneaB^up and fry you from BeBind, or tBe Dar(^ 
Lord Bimself may pop up and Bit you. do maff matters worse, tBe 
dire creatures Bave an annof.ng BaBit <f coming BacB,to life. 

dBe Demons attac^in pairs By tBrowing direBads and are es^- 
trememly Bard to Bid (ProBaBly tBe Best way to deal xoitB tBem is 
to lure tBem to tBe opening of tBe passage from tBe stairs. dBey 
don’t enter tBe passageway, so you can attaclitBem xoitB direBads 
or tBe direstajf, and run BacB,doxon tBe corridor Before tBey Bit 
you. If tBe Darfi^Lord appears at tBe end (f tBe corridor tBroxoing 
nasty tBings, you can try to cBase Bim away By using tBe duse or 
Mileage options of tBe direstaff. Left to Bimself, Be’d BlocB,tBe 
e^Citfrom t^passage Bacfjnto tBe roemu dou may Bave to go BacB^ 
doxon tBe swti9for a Bit. WBen you come BacBup, Bopefudu you d 
fifid Be ’s xoandered cff. 
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In afar comer of tfiis Level is a room cCosed off By doors on 
eitBer side. Inside, tfUre “s a (Demon yuardiny a nicBe containing a 
xveapon and a mayicaC amulet. One tftfie doors is also guarded By 
a ^ire (ECemental. It can Be es(trememCy unBealtBy trying to face 
tBe *Demon and taBf Bis treasures, you can try BasBing Bim zvitB 
tBe door not guarded By tBe (ECemental, and freeze Bim if you Bave 
any f\Cagica( Bo?ces or cBarges left in tBe (Eye of dime ring. *TBe 
proBCem is tBe (Dar^Lord kseps teUporting around and interfering, 
you may find at tBis point in tBe game, tBe items in tBe room 
aren't zvortB tBe danger. 

Once you 've eCiminated tBe roving pairs of (Demons, it U Be safe 
to turn your attention to tBe (Dark.Lord. you can't Bim, and 
indeed tBe entire oBjective of your quest is not to eCiminate Bim, But 
to capture Bim so Be can Be rejoined vHtB tBe Qood side of your 
(Master. dUe yirestaff Bos tBe oBifity to construct a cage offoru 
roBicB ruiU contain Bim, But you Bave to create tBis cage and some- 
Botu get Bim into it. Lord CBaos Bos tBe Bad BaBit cf teleporting 
out of a Balf completed ffw(cage Before you can do onytBing oBout 
it and reappearing somervBere eCsel If you v/atcB tBe tvay Be mooes 
tBougB, you notice Be altoays toaIk§ forward, tBe toay Be is facing. 

If you arrange for a completed ffw(cage to Be tBere, youXC Bave tBe 
cBance to (fuse Bim Brfore Be can escape again. 

Once you successfully (fuse tBe (Dark.Lord, your (Master roilf 
appear, and witB a minimum of fanfare, tBank,you for a joB toMC 
done, you'd Be a Bero, and your CBampions toid Be famous forever. 
HCtBougB Be doesn't mention it, your master couM proBaBIy Be per- 
suaded to Cet your party codect ad tBe treasure you 've left tying ' 
around tBe (Dungeon, But tBat 's Between you and tBe Qrey *Wizardl 
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LeveC fourteen CZTte tDra^on 


(IfE (MOSd (pEJ^(R^O(ME of ad tBe ^Dungeon creatured^^ 
lives on tBis deepest Level of tBe (Dungeon guarding a 
very vatuaBCe treasure. iBe scratcBes on tBe wads and 
tBe piles cfasBes on tBe floor remain as mute testimony to tBe fate 
of otBer Adventurers tvBofougBt valiendy down to tBis Level, only 
to Be incinerated By tBe fiery BreatB of tBe (Dragon. 

dBere are several ways of deMing witB tBe (Dragon. *lBe most 
direct way is to engage Bim in Band-to-Band comBat in tBe open. 
(Most of tBis very smad Level is one large room. *lBere 's plenty cf 
room to maneuver around doing tBe "(D(M two-step' to stay away 
from tBe (Dragon's moutB. If you've found (Boots Speed so mucB 

tBe Better Because it wid ta^ a lot of dancing Just to stay aUve. 

(Before attacking tBe (Dragon, it 's a good idea to prepare your 
CBampions xoitB plenty qfStrengtB and ‘De^^ty potions to makf 
tBe most of your attacks and SBield and (firesBield speds to reduu 
tBe damage tBey'd takf. 

dBe (Dragon doesn't move ad tBat fast. But wBen Be Bits your 
party witB a (fireBad, it can Be nearly fated, and Bis claws cause a 
great deal cf injury too. (fou can try to Bit Bim from a distance. 
But tBat can leave you open to a counter attacks (Be ready to dodge 
out cf die way if Be BreatBs fire at you. AnotBer xuay to deal vHtB 
tBe ^Dragon is trap Bim Barmlessly in a secret passageway. Again, 
you don't need to kid every monster in tBe (Dungeon, and tBe (Dra- 
gon is no exception. 


At tBe Bottom of tBe 'Skfleton (K^y Stairs' is a lock^accepting 
tBe ^Winged (Kfy' you found near tBe secret e?(itfrom tBe ^Wizard's 
worksBop on Level Seven. dBat wid open a secret door into a pas- 
sageway wBicB dead-ends at a wad witB a lever. *WBen you pud 
tBe lever, a secret door opens in tBe (Dragon 's room, (prom t^re, 
you can duck-out, attack.tBe ^Dragon, and run to safety By puding 
die lever and closing tBe door in Bis face. 

If you're *l^(R(X careful and *dE(R(f lucky, you can wait and 
pud tBe lever just as tBe (Dragon moves forward into tBe passage- 
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ivayi wHicfi lUiU cCosc tfic door Behind Bintj trapping (Um in there 
vdth you. *lhe nej(t thing you need to do is Bhizes Bac^ 

dozon the passagetoay azvay from the thoroughly annoyed (Dragon 
Before he BarBecues you! If you xifont to, you can play ypeeh^a (Boo 
zoith the (Dragon By preparing J^ireBaCC and (Poison cloud spells up 
on the lan£ng of Level dhirUen, running dozvn the stairs to attacf 
him, then running Back-up to safety. If you’re lucky, you zoon't get 
hit. *H!hile it ’ll takf some time to k^l him, it can Be done. 

dhe "Steaks' left after k^ing the ^Dragon are the most nourish- 
ing food you’ll find in the (Dungeon, and should Be enough to feed 
your party for the rest of the game. If you choose not to kjft him. 
Be sure to have plenty of food zuith you. 

If you trap the (Dragon in the side passage, you can go up the 
Skfleton (Key Stairs, cross over to the other ‘Express stairway, and 
go directly Back^dozvn to Lezfel ^Thirteen, yrom there you can duck^ 
around to the right into the (Dark,Lord’s realm and Backiinto the 
first passagezvay. dhis zoiU taks you Back.down to Level fourteen 
zvhich you can nozo e?(plore in perfect safety. 

HQywever you taks core (f the Dragon, you d need to search his 
room very carefully. One cf those unfortunate adventurers zvho 
got cremated zoos carrying something you ’ll need on this Level. 
Look.under everything, and gather up all the coins scattered oBout 
on the floor. Don’t zvorry oBout other "treasure" for nozv, there’s no 
p(au to spend it dozvn here anyway! 

at the far end of the room from the stairs, you’ll encounter a 
lockfd door. (Hopefully, you also found the ksy! Inside this door 
are tzvo very important areas. *The first is Behind another door, 
opened By inserting a coin into a slot. It zvould Be a good idea to 
drop all the coins you ’ve gathered from this Level, and any left 
over from the other Lezfels, right here in front tf this door, ^ou U 
proBaBly go into this room fairly often in the near future Because 
inside is the last of the altars <f *Ul. 

fust outside this door is a strange zveB rf force, zvhich holds the 
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(Power Qem, the last thing you need Before you can confront 
(Dark.d'Ord. a scrod in a niche in the zvaU teds you a little at 
the Qcm, and some of the scrolls Bacfin the Wizard’s workshop 
should fd in the rest of the details. 

(Before you do OP^fTIlKrfQ zvith the Qem, you should Be sure 
you have ad the food and zvater you ’d need, and anything else you 
thitd^^may he^ you finish the game. Once youfhe the (Power Qem, 
ad erf’tsfrom Lezfel dhirteen and fourteen zvid Be sealed, and the 
upper Levels zvUl Be closed to you forever. OHis is another good 
phee toSuve the game,f%ist in case you’ve forgotten anything. 

among the things you might zvant to Bring to these Levels is a 
good supply cf torches. Up until this point, it ’s Been Better to have 
your Wizards cast Light spells to gain the e?(perience they need. 
But now they’re going to need ad the mana they can accumulate for 
other things, so torches zvid heljp here. 

In any case, when you ’re ready, cast your sped and free the 
(Power Qem. Once you energized the Jirestaff zvith it, you ’re ready 
to go up the stairs to Level dhirteen and confront Lord Chaos. 
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specific SoCutions 

£/E*\^L — ‘Wtlcomt to tfu ^Dungeon 

O^ne SluUCiPass: ^Brea^tfU xifooden door 6y Hitting it xoi\ 
zi/eapon. Qtt the cfUst BtHind t(U ^Ciu ‘Transporter y^ieCd By going 
tBrougB tfie door. 

flBis fountain grants One ‘Wish: {Put tfie Copper Coin in the 
y^ountain and tBe door tiM open. 

L^*l^L ‘TJ€p^'£ — CBoose yTour ^ate 

CBamBers cf tfie Quardiaru {Press tBe Qrun Qem Button ne)(t to 
tBe ced tBe cBest is in. It tuUf move to a different ud. {pgpeat tBis 
untd tBe cBest is transported out to tBe end of tBe corridor you re 
in. Qet tBe {hdirror of{Datvn out of tBe cBest and Bofd it in front 
of tBe *Eye in tBe road. TBe ttfod xtHd open, and tBe QoCd B§y is in 
die room zvBicB is revealed 

TBe ‘UauCt: Tiod die cBest in tBe large centraC room and put tBe 
tivo gold coins from tBe cBest in tBe slot in tBe ‘UauCt room. *WBere 
tBe inscription says 'Cast Tour Influence, Cast Tour {hdigBt,' cast a 
CovJ- level ZO spell at tBe door. TBat tidll open tBe door, tBen 
tBrozv an oBject across tBe pit, tBrougB die door. TBe pit vHd close. 

TBe Matri}(: Starting at tBe entrance to tBe actual matru(, turn 
{RJQ9PT, go to tBe first opening, and turn L‘ETT. Qo ad tBe tvay 
to tBe far xvad and turn L‘ETT again. Qo into tBe second alcove 
on tBe rigBt, and pusB tBe Button on tBe road. Continue going tBe 
same direction untd you find tBe Bidden room ztfitB tBe Tine {RpBes 
and tBe gold B§y> To get out, go Bacl^ along tBe zvall and turn 
{RJQiHT into tBe fourtB corridor. Qo ad tBe tvay to tBe far tvall 
and turn {RJQ9PT. TBe e}(it tuid Be to tBe UEdT. 

Time is of tBe ‘Essence: LigBten tBe party's load so no Load in- 
dicator is yedotv. {Press tBe Qem in tBe tvad zvitB tBe mouse and 
I{M{M‘E‘DIA‘TELT iBe left cursor B§y four times and tBe up 
cursor Bfy CXf(pE- Inside, place an o^ect on tBe floor as you face 
tBe Button on tBe tvad tvBicB turns on tBe temporary Transporter 
Tield. {Press tBe Button, tBen immediately picB,up tBe oBject, turn 
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and tHrow tfU o^ect into tfU ‘Tranporter, and tfie pit vHd close. Sit 
die ne)(tpit, stand facing tfie Button on tBe wait (Press the Button 
and immediately *BSiC(K spaces. 

*Ifie (Rsfom of tBe Qenu (Put sometBing on tBefloorplate near tBe 
door to close tBe pit. Qo across and press tBe Qem in tBe toad. nJie 
nej(t door vAd open, But tBe pit vHll open too. Qo Backhand tBrtno 
tBe oBject Bacf^across tBe pit to close it again. (Bring tBe Qem you 
find in a Bidden room at tBe end cf tBe corridor BacSito tBe area 
near tBe entrance to tBis room, and place it into tBe Qem sBaped 
opening in tBe tuad. 

fOZlHi ■■ (Prepare to (hdeet ^our (Doom 
Iron Qrate (Door closes too fast to get tBrougB: Stop on tBe 
floorplate opening tBe door and turn to your left. (Press tBe Button 
on tBe zMd and KKOdTSDISi^FEL^y press tBe rigBt cursor Bty tBree 
times. Use tBe lever BeBind you to reopen tBe door from tBis side. 

dBe '(Prisoner’: *fou must Bill tBe (Prisoner to open tBe Iron 
Qrate across tBe stairs. 

L^VT,L fl*d£ -- (Treasure Stores 

dBe (Pit (Rpom: dBe pattern tBrougB tBe room is comple;^ But 
not difficult to find. (Move to your rigBt at first, going fora/ard 
and BacBjvard to close tBe pits in front of you (Be careful not to 
BacB,into an open pit), (from tBe room on tBe (RjgBt side of tBe 
BacB.TVall go to tBe e?(act center of tBe BacB,zvad Stepping on tBis 
spot zvid close tBe pit rigBt in front of tBe LeftBand e?(it at tBe 
BacB.rvad. (MaBf your rvay BacB.to tBe front of tBe room, tBengo 
to tBe Left side. Close t^ pits on tBe Left wad By moving for- 
ward and BacBi outside tBe LeftBand e?dt, turn Left and go 
almost to tBe end of tBe corridor. ^Walfinto tBe 'sBacl^' on tBe 
wad and you dfind a Bidden room. Wa^tBrougB tBe water foun- 
tain in tBat room, and you'd Be in anotBer Bidden room. 

dBe '9lfVer-*Ending' lipom: dum rigBt at tBe entrance to tBe 


94 


room and go to tBe far rigBt wad. dum andfau tBe front wadf\ 
tBenpress tBe Button on tBe tvad tBere. (follow tBe front wad ad 
tBe way to tBe left tvad, tBen follow tBat wad to tBe Back^wad. 
dum rigBt andftdlow die Back^wad to tBe far rigBt. 

dBe Sliding (Blocks (Rj>om: (Pressing Buttons on tBe wads tviU 
move tBe Blocks along two of tBe walls to reveal otBer Buttons. 
dBere wid eventuady Be two Buttons on tBe wad to tBe rigBt as 
you enter tBe room. (Pressing tBe one closest to tBe ej(it opens a 
Bidden alcove on tBe otBer side cf tBe room, BeBind you. (Press tBe 
Button in tBe alcove to open a door to a Bidden room. (Back,out tBe 
e?(it, turn Left at tBe corridor andfodow it until you find a closed 
door. Lookfn tBe crackj-n tBe wad near tBe floor left cftBe door. 
(Press tBe tiny Button to open tBe door, and find tBe Qold k§y. 

dBe dransporters (kpom: Standing in tBe open spot in tBe en- 
trance to tBis room, move (RJQ!IfT, (BS4 C(Kj (fO(RSl4fS4!!Rd>i L*E(fd, 
(RJQUlT, (BS4C(K. to get into tBe far tunnel (Be sure topick,up tBe 
items as you move, do get Backijust wa^out into tBe drasporter. 

L^VELSIX - dBe (Riddle (RjKfm 

dBe (Riddle (Rpom: do anstver tBe (Rjdcdes, place tBese items in 
die nicBe Beside its riddle: 

I am ad, I am none — dBe (Mirror of (Dawn 
Si Qolden Bead and tail. But no (BOdyy — Qold Coin 
I arcB, yet Bave no (Back.- ^Be (Bow 
(Hard as rocks, ‘Blue as sky, dwinkfe in a woman's eye — 
(Blue Qem 

(Pit, Lever, dransporter (Rpom: do open tBe door, turn on tBe 
dransporter By puding tBe lever on tBe zvad, tBen drop sometBing 
into tBe dransporter (field (don 't throw it in, just place it on tBe 
floor). Sifter you get tBe Qold from BeBind tBe door, step into 

tBe dransporter to get your oBject Backt 

dBe ComBination (Rpom: (fou Bave to press tBe Buttons on tBe 
Wads in tBe proper comBination to open a Bidden room on tBe Back. 
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tU(U[. Qo to tHe Uftfrom tfU door and press tHe Button in tfU al- 
cove in the Uft vjaCl. *Hien go along tfie Back^tuaU to tfu alcove 
and press first tBe Left Button, tBen the iRjgfit one. Qo Bacl^along 
tBe vmM to tBe BidtUn room. 

•TBe JQng Milias iRpom: fPCace a QoCd coin into tBe crac^in tBe 
rigBt-Band tvaH to open a Bidden room. 

Tiny ^CoorpCate/Sccret •Door: •To get into tBe door tvBicB closes 
too fast tvBen you step off tBe tiny floorpCate, Cure a Band of SBfC- 
etons onto it, tBen use a ^freeze speCCfrom a Magical (Bof(. •TBey 
riHlC BoCd tBe door Cong enoitgBfor you to run over tBere. care- 
ftd not to run compCeteCy tBrougB tBe opening tBougBl •TBe Bidden 
room is to tBe T(JQ9CT f the opening. If you run straigBt tBrougB, 
you'd Be in apart of t/u same Carge room you just came from. 

^Hidden •Uorpal Svford: Just past tBe inscription T Hlate Cow- 
ards’ is a Cock§d door, tBen tBe tunneC turns (eft and passes an or- 
nate door just Before it turns Ceft again. Across tBe tunneCfrom 
tBe door is a red Book^on tBe zvad. fPr«5 tBe Book.and a secret door 
riHd open. Of^ar tBe far end tuilC Be a Button on tBe toad. (Press 
tBat to open a Bidden room vHtB tBe •Uorpal Sword. 

Locked Between cCosed doors/CfCasBing •Transporter: LigBten 
your Coad, tBen use a ZD sped to open tBe Iron Qrate door. •Using 
tBe cursor kiys, press tBe up cursor k§y •TWlCTEjust as tBe •Trans- 
porter goes d^om tBere, repeat tBe action to get tBrougB tBe 

second •Transporter. •TBe ksy to tBe Cock§d door is in tBis room. 

•Test your StrengtB: •TBere is a closed Iron Qrate door just past 
tBis area. Qo to the ^est Clour StrengtB' area, and tBrow some- 
tBing down tBe corridor zvitB tBe invisiBCe transporter, yfpw go 
Bac^into tBe main corridor and waCkforward until you come to tBe 
wBere tBe door is now open, •fou can retrieve tBe oBject you tBrew 
from tBe fCoorpCate it Bmded on. 

L^^l^L -- •TBe •TomB <f tBe Cfirestaff 

•Turquoise (Kpy (Rfioms: Clou can only open one <f tBese doors, as 
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tBere is only one •Turquoise k§y. Starting at tBe room cCosest to tBd% 
q\Hzard’s work§Bop xuitB tBe (RjiBy ksyBoCe, tBis is tBe contents cf 
cacB room: 

#l-dCameBain Mail, (BoCt (Blade 
HZ-Ctonm cfMgrra, Qrun Magical 

413 - (Dragon Spit, (Boots of Speed 

414- Immuldnt (h(fckface, Qem of J4ges, Sceptre of Lyf 
•liHr^ed 9^y: Qo out tBe Bidden ei(it in tBe HgBtBand wad of 

tBe worksBqp, and go down tBe Cong corridor oBout seven steps. On 
tBe left toad vrid Be a tiny Button. (Press it, tBen go up tBe corridor 
and into tBe Bidden room wBicB is now open. •TBe •Winged (Kfy is 
inside. •Use tBis kgy on tBe red Cock^at tBe Sksleton (Kfy stairs. 

L^EfilT.L ^igBt -- •TBe Hrena 

•Tie CfieeBads: •WBat seems to Be an incessant Bail of fireBads 
from every idrection in reality is only 09^ fireBad Being reflected 
from ad tBe (Blue fields around tBis Buge room. •To stop tBe fire- 
Bads, you must turn off tBe first field in tBe cBain. •TBe Button is 
(ffprtB f die eT^tfrom tBe stairs. •Turn Left as you enter tBe room, 
and go straigBt to tBe far wad (you 'd Bave to go around one Tit) . 
Sit tBe far wad, turn Left andfodow tBe wad to tBe nef(t (Blue 
field. On tBe wad to tBe left <f tBat field wid Be a Button. (PusB 
it to open a Bidden door BeBind tBe field. Qo into tBe field (turn- 
ing you 90 degrees), andpusB tBe Qreen Qem in tBe Bidden room. 
•TBis wid turn <ff tBe fidd in tBat location, and k§ep tBe fireBads 
from Bouncing into tBe room. (Be careful Because tBe fireBads xtHd 
stid kgep coming out cf tBe sBort corridor to tBe left cftBis fieU. 

(fffVer-^Ending Corridor: Starting at tBe near end of tBis cor- 
ridor, count 26 steps, stop and turn around. SI Bidden door vHll 
(pen in tBe wad. 

L^'I^L - •TBe (Kfit Level 

*WBen is a (Rpck,not a (Rpcki •Walkjuto tBe wad left of tBe riddle. 
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closed Iron Qrate (Door/Put tHe Qcm PacfQ Open tHe pit Befiind 
tHe iron grate door xt/itB tHe Cever Beside the door. *TBe chest vfiU 
faU through. CBose the pit Behind again toith the Cever. Qo Bacfi 
two side tunneCs to the one with a cCosed door, andfoCCow that 
tunneC to the stairs going down. PeCow will Be the chest which fed 
through the pit. Tahf the Qreen Qem out of the chest and return 
Back-up the stairs to the cCosed Iron Qrate door. *To the right is a 
tunneC eventuaCCy Ceading to a stairway going up. *Takf the Qreen 
Qem up the stairs to the corridor with a pit at the end, and drop 
the Qem into the pit. It vndfaCC Behind the door BeCow, and the 
Iron Qrate door tuid open. 

Lighter than a d^ather: Put the CorBomite in the niche to open 
the door. 

LP,V£L *The Zooom Level 

Peware 9dy dwisted 9iumor: *To get through this area, you must 
use a snakf-Bkt’ Backhand forth path through the Blocks. *Tum left 
from the stairs, then right at the end and right again into the ne?(t 
corridor. Qo to the end and turn left, then Cefi into the ne?ct corri- 
dor. Qo to the end of this one and turn Pjght, then Pjght into 
that corridor. Qo halfway up this one, then Left. CF^om there you 
can go either zvay. 

dhe Zoooom %pom: 'There are 12 fCoorpCates in aCL Start count- 
ing as you step on the first one. 'Turn to your right so you can see 
the wad and openings go By. 'The e?(it is at the fifth fCoorpCate. 
TCpep counting from one to tnfeCve, and as five is coming up, jump 
off. It may takg a few tries (and a few headaches) to get it. (Don't 
/fl/JT into the 'Transporter, or it tuid takg you TILL the way Back,to 
the Beginning of the LeveCl 

LP'l^L PLP'l^'fi - 'The CCockpHse (Rj>om 

'The CCockjoise (Rpom: 'There are four distinct ring-shaped rooms 
Cinkfd together tuith invisiSCe, silent 'Transporters. 'To get through 
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this room, turn around at the foot of the stairs and waCk.PTU^(K^^ 
*WS\3(f>S around the room, C0W^9^0C(K!f^lS'E. Look^care- 


fudy on the floor in a comer under a red wad ring for an Iron 9^. 
(This k§y vHd unCock^the iron grate door with a red kfyhoCe in the 
%uad. 'The door waits a few seconds Before it opens, so don't move. 
Qo through the door and get the Solid 9^y inside the chest. Pack, 
out of the doorway and continue Backing up around the circle. 
(When you come to a QoCd Locki use the ^ you just found to un- 
Cock.it. Qiant 'Wasps wid Be released into the room, so have flre- 
Bads ready for them. Pecause they attackjrom Behind, you can ei^ 
pect to get hit a few times. Stop in the comers and Cook.down the 
nep(t corridor for the *Wasps Before you go on. Continue Backing 
around the circle untiC you come to the iron grate doorway again. 
'This time, in the Back, (f the smad room with the chest, t^e wid 
Be a secret passageway open to the rest of the LeveC. 


Poison gas (Rj>om: 'lUe poison gas trap is triggered By holding 
the 'Diamond 'Edge sword 'To get through here alive, go to the end 
of the corridor andpickjup the sword. 'Turn immediately and throw 
the sword to the end of the corridor. Qyickfy move forward four 
steps, out of the gas. Let the gas dissipate, step forward again and 
pick.up the sword, prom there you can wait while the remaining 
gas evaporates, then escape out the door. 

Cross 9^y Doors: ^d of these doors connect Back.to the same 
area, so you only ready need to go through one cf them. 'There are 
'Water 'ElementaCs through ad. But you 'd also enounter swarms of 
Qiant 'Wasps through the Lift door, and hordes cf Plue 'Trods past 
the (Right door. 

Slot (Machine (Rponu 'There are si^ coin slots on the toads. (Put- 
ting a coin into the slot wid reveal a niche xoith different items in 
it- prom the right as you enter the room, and going around to the 
Ift, these are the contents cf the niches: 

Hl-Qrun (Magical 
^Z-Ofpthing... no slot here 
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#3-Oross 'Kpy 
4f4-2 Copper Coins 
4fS-Qrun MagiccU (Bom6 
^om6 

4t7-Ven fPotim 

If you, don’t Rave enougR coins for a/T tRe slots, you can use tRe 
Cross in #3 to go Back^tRrougR onotRer of tRe Cross !Kpy doors 
to find more coins, But it could Be dangerous for wRat you can get. 

*Erdarge my view: iKoCd tRe ^^agnifUr or tRe 9dirror offDazon 
in front ^ tRe Tye on tRe wait. 

-■ *TRe iKpigRts LeveC 

InvisiBCe fPits: As you enter tRe room from tRe stairway corri- 
dor, listen for tRe cCicfas you step on tRe fToorpCate. *lRis opens 
tRe invisiBCe pits. Step Backjvards onto tRe fCoorpCate to close tRem. 

Closed (Door in (f{prtReast Comer: dRe Button to open tRis door 
is in tRe SOVdH&idST comer of tRis UveC, tRrougR tRe room xvitR 
invisiBCe pits, and just past tRe room witR a (R^ (Kpy in a nicRe. 
dRe Button is a Carge Qreen Qem on tRe watt. (PusR tRis Button, 
tRen return att tRe way BacR. 

L*EV£L dCKKRSPE'EihC ■■ dRe (Darf^Lord 

Capturing Lord CRaos: do successfutty cage and fuse Lord 
CRaos, stand a step Backjrom Rim wRile Re 's facing you. (Before Re 
moves toward you, quickfy spin around in pCace, putting a Jtw(mge 
on eacR side of you, tRen step away from Rinu (He witt step forward 
into tRe cage, before Re can transport, fuse Rim witR tRe Jirestaff. 

Ld.*\jd.L fOU(Rtt^(E(BC -* *1^ (Dragon LeveC 

LocRfd (hdetaC (Door: dRe Stjuare (Kpy opening tRis door is under 
a pile of asRes on tRe Ceft side of tRe d>ragon room from tRe stairs, 
just outside of tRe secret entrance in tRe side watt. 

dRe (Power Qem: do free tRe Power Qem from tRe weB of force 
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Rtttttng it, cast a Cow CeveC ZD (fCpld!H(Rjl sped. (PicR^up tRe gCow-'\ 
ing o^ect tRe speCC creates and pCace it on tRe Power Qem. dRen 
put t^ firestaff onto tRe Power Qem. 

dRe SRfCeton O^ys 

(Here are tRe Cocations of tRe SRfCeton (Kfysfor eacR LeveC: 

LeveC 8 In a cRest in tRe corridor wRicR sRoots fireBatts. 

LeveC 9 In a Ridden room in tRe 9{prtRtuest comer, 
rvRere you find tRe CorBomite. A CittCe 
Roockd ^Wizard witt drop tRe R§y wRen you 
RfCRim. 

LeveC 10 dRere are two doors wRicR cCose off tRe far side 
of tRe Scorpion (Rfiom. dRe Rfy is in a Ridden 
room just outside tRe door on tRe Ceft side. 

LeveC 11 dRe Rgy is in a Ridden room in tRe OfprtReast 
comer. doCCow tRe CeftRand passageway a Cong 
xoayfrom tRe room wRicR contains tRe dury 
sword. "WRen you come to a dead-end, go Bacf^ 
around tRe comer and stop. A secret door tuitt 
open. 

LeveC 12 dRe Rfy is in tRe room at tRe OfprUieast comer 
xvRose door must Be opened By pressing a 
Button Cocated in tRe far SoutRzvest comer <f 
tRe CeveC 

Winged dRe Rgy wRicR opens tRe door at tRe Bottom (f 
tRe SRgkton (Kfy Stairs is in a Ridden room ^ 
tRe secret e}Qt from tRe 'Wizard’s Worl^Rop,' 
opened By pressing a Button on tRe CftRand 
watt a few steps down tRe Cong passageway. 

Qo Bac^toward tRe worR§Rop to find it. 
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Wfiat 's W/iere in tkc dungeon 

*I1us Qst gives tHe Cocations of some of tHe more important items in 
tfie (Duryeon, Misuttaneotis items of cCotfnng and individuaC food 
items are not incCuded. 


Misudaneous Items 

'Weapons 

Armor 

Levd 1: food, 'Waterskin, 
Torc^ Scrod: Magic TorcB 

(HfXhff 


Levd Z: food. Magical (Bono 
'Water, Empty flask§, 
LeatHer (Boots, Torcfies, 
Eotions, (BJl (KPf 
Scrolls: Cure Eoison, 
(Healing Eotion 

^rrotv 
'Daggers 
fidcfiions 
iBrotuing Stars 
Eoison Missile 

(Buck^ 

Levd 3: food, Comp‘d' 

Hrrotvs 

(Helmet 

'Watersf^n, Magical (BofQ 
Empty flasks, (RaBBits 
foot, Torcfies, 'Wand, 

SaBre 

(Berzerkgr (Helm 

Stvord 

MailAkfton 


iWrror (f(Dazvn, Scrolls: 
Stamina ^Potion, Open 
(Doors, *Weakgn (Ifpn- 
Odaterial (Beings 

LeveC 4: Ifood, (Teo 'Wand, 
•WaterslQn, (MagicdC (Bofo 
'Empty !fCask§, (Nfta 
(Potion, (Edven (Boots, 
TorcH, 9{om of If ear. 
Scrolls: Shield (Potion, 
(Poison cloud 


SmadSHield 

(Rgpier (Basinet 

(Bozv Leg (MaU 
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(KOsudaneous Items 

Levels: Ifood, Efffutrd 
Cross, 'Water, (RgBUt’s 
Ifoot, Torcfies, Qem of 
SUges, Blue Qems, lUumi- 
net, (Mirror qf'Davm, 

'Dane (Potion, (Magical 
(Bo}(j (Km (Potion, Sintiven 
(Potion 

Level 6: food, fetv Staff, 
'Water flas^ (Bps (Potion, 
forcHes, S4ntiven (Potion, 
(Magical (Bo:(, 'Ul (Potion, 
Qrun (Magical HBoac 

Level 7: food, Immulant, 
'Water flasBt Qcm of 
J4gess, (Boots of Speed, 
Empty f!ask§, Croton (f 
(h^rra, (Rfi (Kfy, 'Winged 
(Kfy, Sceptre cfLyf, fire- 
staff, Qrun Magical (Bo:(es, 
Scrolls: fireSad, fire Sftield, 
Ligfit & (Darfqiess 


'Weapons 
Daggar 
Staff of Clatos 
Mau 

(Poison Darts 
ful(Bom6 
'Uen (Potions 


l7en (Potion 
Slayers 

Ifirotoing Stars 
CrossBoto 
l^orpal (Blades 

(Dragon Spit 
(Bolt 'Blade 
Die Inquisitor 
ful(Bom6 
l/en (Potion 


Level 8: food, (RpBBit 's foot, fid 'Bonds 
JeroelSynud, fS4. (Potion, Mau of Order 

Eye of lime, Qrun Delta 

Magical (Bojq Scrolls: In- 
crease 'Wisdom, StrengtH, 

(Dexterity & litality Eotions, 

Magical footprints 


Sdrmor 
(Helmets 
Leg Mai! 
Casque nCoif 
MadS4.B§ton 
Large SBield 


MailSlBfton 
Torso Elate 
MitBral ^kgton 
Casque nCoif 
Mitfiral Mail 

flameBain 




103 


Miscellaneous Items 
LeveC9: ^ood, (Pendant 
Iferal, •Water, (Rsfe, 
•Empty !Flas^ CerBomite, 
Magicat •Bojq 
S croCCs: LigHtning (BoCt, 
Su •Iftrougfi •Wads 

•Weapons 
Storm (Ring 

Sirmor 

Level 10: food, •Water dtas^ dul •Bonds 
Slrmet Magnifier, (Boots of (Hurdcleave 
Speed/ Moonstone, Scrolls: SpeedBow 
SBieCd (Potion, Magical 
SBield, Mana (Potion 

SBield of Lyte 
Leg (Plate 
doot (Plate 
•Torso (Plate 

Level 11: Staff, (RjtBy (R^, 
Qrun Magical (Bo7(es, 
Boots of Speed 

(Mau 
•die dury 
did (Bonds 
SaBre 

•Diamond Edge 
•Uen (Potion 

(Plate of Lyte 
(Poleyn of Lyte 
Qreave of Lyte 
doot (Plate 

Levd 12: dood, •Water 
•Ul (Potion, yn (Potion, 
Master d^y, (Boots of 
Speed, Scroll: InvisiBiUty 

Mace 
dul (Bonds 

SBield of (Dare 
(Polyen of •Dare 
(Helmet of •Dare 
Qreave of •Dare 
(Plate of •Dare 
(Helmet of Lyte 

Level 13: •iBe (Hedion 

(JdSiMd 

(Hpo^ 

Level 14: •Eye of •Time, 
(Power Qem, Coins 

(Hpo^ 

(HfT^ 
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IntCcTC 


Altar of VI 14. 28, 51. 58, 69. 90 
Anti-Ven (cure poison) 

Potion 19, 55 
Arena The 73 
Armor of Lyte 83 

Balancing your Party 9, 10 
Banshees 60, 73 (see also 
Non-material Monsters) 
Beholders 66-68, 79, 81 
•Beware My Twisted Humor, The 
Deceiver, The Snake’ 79 
Boots of Speed 83, 86, 89 

•Cast your influence. Cast your 
Might’ 56 

Chambers of the Guardians 55 
Championa Chart of 11 
Champions, Marching Order 12 
Champions, Seiection of 9, 10 
Championa Training of 13 
Chests 54-56, 74. 77 
’Choose a Door’ 79 
Ciockwise Room 82 
Coins 27, 54, 56, 60. 79, 83. 90 
Combination Room 64, 65 
Compass 56 
Corbomite 78 
Creature Cavern 57 
Cross Keys 83 
Cure Poison (Anti-Ven) 

Potion 19, 55 

Dare Armor 84 
Demons 87 

Diamond Edge Sword 82 
Doora as weapons 26, 55 
Dragon, Red 87, 89, 90 

Eye of Time Ring 88 

lighter Skilis 14, 23, 61 
lighting. Methods of 23-26 


Fire (’Black Rame’) 

Elementals 84, 86, 87 
Fireball Cannons 74, 77, 78 
Fireballs 21 

Firestaff 70-72, 86-88, 91 
Fluxeage 87, 88 
Flying Rattlesnakes 63 
Food 15, 53, 61, 90 
Fountains 54, 76, 78 
Fury, The 82 
Fuse 87, 88 

Giant Wasps 59, 68, 83 
Goid Keys 55. 57, 58 

Mali of Champions 9, 10, 51 
HardCleave Axe 85 
Healing Potion 17 
Hidden Rooms/Doors 29, 30, 60, 
61. 64. 67, 70, 74. 76. 80, 84 
•Hit and Run’ 57 
•Hornet’s Nest’ 83 

Join the ’Club’ 83 

Key to Knowledge 83 
Keys 52, 79, 82, 90 (see also 
Gold Key, Ruby Key, etc.) 
King Milias’s Room 67 
Knights 85 

Leader of Party 11, 12 
’Lighter than a Feather’ 78 
Lord Chaos (the Dark Lord) 70, 
87, 88, 90 

Magic, Learning of 10, 21, 22 
Magicai Boxes 67, 88 
Mana, Conservation of 20 
Mana Potion 18 
Mapping 29 

Marching Order of Your Party 12 
Master Key 86 


Materializers 84, 86 
Mummies 52, 54, 62, 73 

Ninja skilis 14, 61 
'None Shall Pass' 54 
Non- material Monsters 25, 60, 
67, 73, 84 

Party Leader 11, 12 
Pit Room 63 
Poison Cloud Spell 18 
Poison Missle Spell 18 
Poison Potion 18 
Potions 17, 18, 54, 64, 71, 89 
Power Gem 71, 87, 91 
Power Levels in Casting 
Spells 19 

'Prepare to Meet Your 
Doom' 59 
'Prisoner' area 61 
Purple Worms 59, 61, 62 
'Put the Gem Back' 77 
Puzzle Solutions, 

Detailed 93-101 

RA Keys 58, 70, 71, 78, 85 
Rats, Giant 76 
Riddle Room 66 
Rock(pile) Monsters 55, 58, 60 
Room of the Gem 57 
Rope 78 
Ropers 63, 65 
Rotating Pit Room 86 
Ruby Key 70 

Saving the Game 30 
Scorpions 80 
Screamer Regeneration 
Room 14, 61, 63 
Screamer Room Shortcut 16 
Screamers 52, 60 
Scrolls 18, 19, 53, 70, 91 
'Shortcut' 60 


'Shortcut Back' 60 
Skeleton Key Stairs 72, 75, 81, 
86, 89, 90 

Skeleton Keys 74, 81, 83, 

85, 101 

Skeletons 64, 67, 73 
Slot Machines 83 
Solid Key 75 
Solutions to Puzzles, 

Detailed 93-101 
Spells, Power Levels 19 
Spells, Experimenting 
with 18, 19 

Spider Regeneration Room 86 
Spiders, Giant 85 
Spinner Fields 56, 64, 74 
Stamina Potion 17 
'Step Inside, Take a Ride' 53 
Stone Golems 71, 72 
StormRing 77 

'Test your Strength' 68 
The Matrix 56 
The Vault 55 
Thieves 73, 80 
'Time is of the Essense' 57 
Transporters 52, 54, 55, 57, 60, 
65-68, 79, 80 
'Turn Back' 82 

Vorpal Blades 25, 26, 67, 68, 

73, 84, 87 

Water 15 (see also Fountains) 
Water Elemental 83 
'What Was Once Underfoot, Is 
Now Overhead' 77 
'When is a Rock not a Rock' 76 
Winged Key 72, 89 
Wizards 76, 78 
Wizard’s Workshop 70 

Zoooom Roooom 79 


ih(ptes 



SpeCC List 

nUest an t/U Magic SptUs found on scroCCs scattered around the (Dungeon, *Ihe first 
component cf a spell is its (Power Level, dMs determines how strong or Cong-lasting a 
sped will Be, *Ihis part cf every sped depends on your character's e?(perience level and 
avaitaBU mono, If or this reason, the (Power Level is not included in the Qst, 


S(PELLS 
(Poison Cloud 
(Poison (Missile 
(Poison (Potion* 
li^eafyn (h(pnMaUrial ^Beings 
fireBad 
Lightning Bolt 

CXfC “HEJAt 
(DE5 

ZO ‘HEiV; 
m:s E'H' 

7tLL Ni 

an JCfmc syi 

DC S(PELLS 

Shield Sped (Entin party) 
Shield (Potion (One character) * 
fire Shield (Entire party) 

931 Oi 
921 9!KP 

J^ZIL >B^RP fAfiElJl 

SiESlCE^ljg S(PTXLS 
(Restore (Health* 
Cure (Poison* 
Stamina* 

•m 

•in ‘83^ 
931 

LigiHd/DS^KRX 

(Magical (Torch 

Light 

(Darfqiess 

an m, ^ 

•DE3 m. SJVK. 

13^:SifJlSE StBILmES 
liKsdom (Potion* 
*ldtadty (Potion* 
(De^^terity (Potion* 
Strength (Potion* 
(Mana (Potion* 

921 «3?p iDJmC 
921 !BSiP 

an •B^ip 3^5 

^VL mp 3CU 
ZO <BHS> ^ 

(MlSCTXLSV^OVS S(PELLS 
Open (Doors 
See (Through Wads 
(Magic footprints 
InvisiBility 
Zohgthra 

ZO 

an •E‘W ^ 

921 91PS 

an •E'nf sjvn 

ZO JSVBC VJl 


(Potion requires a flasl^ 
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HifU CHa^nge of Lord Cfiaos 

Awaits • •• 




